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Discover the 
ultimate in 
graphical 
adventuring as 
we test the 10 
most popular 
point-and-click 
adventures in our 
definitive Super 
Test 
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Sam & Max hits 
the PC just in 
time for 
Christmas. Is it 
really the best 
LucasArts 
adventure yet? 


TESTED AND RATED 








"TFX boasts some of the most lavish graphics and 
code ever seen on the PC... D.I.D. and Ocean 
have come up with a masterpiece... detail is 

second to none, and while the game boasts 
some of the fastest and smoothest 3D ever the 
gameplay has not suffered. Superb! PC ACTION 


"The graphic detail is quite superb, with stunning 
visuals... TFX is quite often like watching a 
movie... when | first saw TFX my jaw dropped 

so far it took me 15 minutes to find it again! 

It's fast, good looking and fun.” PC REVIEW 
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Tactical Fighter Experiment... the only choice worth making 
where stafe of the art flight simulation is concerned. 
Take control of one of three of the finest aircraft money 


can buy: 

Eurofighter 2000 

Lockheed F-22 

Lockheed F-117 Stealth Fighter 


TFX... a simulation af the cufting edge of aerial combat enhanced 


by unprecedented in-depth research and authentic flight detail. 





Take on the missions... fight for peace. 


Simply send in this advert together with a cheque or postal order for £1, fo cover p & p, made payable to 


OCEAN SOFTWARE LIMITED to the address below and we will send you a fabulous video which will show you TFX 
in all its glory FREE of charge. Allow up to 28 days for delivery. Mark your envelope “TFX VIDEO" 
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OGEAN SOFIWAREIMITED= 2:GASTLE-STREETCASTLEFIELD - MANCHESTER - M3 4LZ 
TELEPHONE?061-832°6633'" FAX: 061 834 0650 








THE ULTIMATE 


"...superbly 





"This isn't a game, it's true 
JOYSTICK - FRANCE 
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presented, 
of graphics, "Seems worthy of the best 
ease of play". catoons™. 
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SUBSCRIPTIONS 
Turn to page 112 for 
details of a special 
subscriptions offer 
available this month 
involving the highly 
rated flight simulator, 
TFX 
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This month's cover image has 
been illustrated by Steve 

Purcell, creative director and 
the brains behind Sam & Max 
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reaction to the first issue 
of PC Player has been 
absolutely fantastic, it 


seems that our decision to produce 
something a little different has really 
paid off. 

First and foremost is obviously the 
lack of a cover disk. Over the past few 
years it seems to have become 
commonplace for all computer 
magazines to have one of these 
obtrusive little blighters stuck to the 
front. Admittedly, on some of the more 
‘serious’ magazines, the inclusion of a 
disk is often very useful for illustrating a 
point — however, with modern games 
being so vast the chances of ably 
demonstrating a state-of-the-art product 
on a single disk is virtually impossible. 

By dropping the disk altogether we 
have managed to produce a magazine 
which not only homes-in on the more 
advanced PC games, but means we 


can also put it out at a reasonable price. 
Personally, | begrudge spending a 
fortune on a magazine accompanied by 
a disk (or sometimes even two disks) 
full of naff demos and crumby PD 
software. Why spend so much for what 
ends up being nothing more than a 
blank disk or an expensive coaster? 
From the letters we’ve received so 
far, it appears that many of you agree. 
However, there are other ways of 
getting hold of demos of products. If 
anyone is interested, or has strong 
feelings on the issue, why not let us 


know how you feel? a 
THE PC PLAYER SCORING SYSTEM 
EXCEPTIONAL toto 
RECOMMENDED kkk 
AVERAGE kook 
POOR k* 
DIABOLICAL * 





REGULARS 











Page 114 iz 


PAGE 13) 

Lookee what we have here! 
LucasArts, in collaboration with 
those generous guys and gals at US 
Gold, is going to make one PC Player 
reader very, very happy. The entire 
LucasArts range is yours, providing 
you can answer a few mind-numbingly | 
easy questions. There are also a few 
highly fashionable T-shirts for those | 
of you who don’t win the games 
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PAGE 106) 
Sierra’s King’s Quest VI is by no means easy - 
bloody difficult is nearer the mark! Well, worry 
ho more, because P¢ Player has delved deep 
within the game’s puzzles and ripped out the 
solutions, artistically splattering them on the 
page for your perusal 














PAGE 96 

The ultimate Ultima instalment is upon 
us. The eighth episode, Pagan, will 
begin the end of the most respected 
role-playing series ever, incorporating 
an updated game engine and a more 
user-friendly control system 
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PAGE 78 
Grab a needle and 
thread to sew up 
your ruptured 
belly after 
freelance 
detectives Sam 
jand Max split your 
sides with 
laughter in this 
LucasArts follow- 
up to Day of the 
Tentacle. Based 
on the cult comic 
books by artist 
extraordinaire 
|Steve Purcell, 
Sam & Max takes 
LucasArts’ 
adventures 
another step 
forward with its 
greatly enhanced 
SCUMM game 
engine 
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Westwood Studios 
is the team 
responsible for 
the Fables and 
Fiends adventure 
|series, which 

| started life as The 
Legend of 
Kyrandia, followed 
by the excellent 
Hand of Fate due 
to be released 
next month. John 
Davison grabs his 
passport and 
poker-chips to 
head out to Las 
Vegas, home of 

| the casino and the 
headquarters of 
Westwood 














Pacific Strike - 
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| MM seems as though we can look 

| (forward to the delights of 

| I Origin’s new flight simulator, 
PACIFIC STRIKE early in 1994. The title 
has been in development for some time, 
and although it uses the same graphics 
system as Strike Commander, we’re 
assured that the system is now much 
faster. How? Not only has the code 
been revamped for the new game, 
Pacific Strike has another advantage 
over its predecessor — it’s virtually all 
set at sea. 

What this basically means is that 
there isn’t an enormous amount of detail 
which needs to be shifted around the 
screen, there’s just an awful lot of blue 
with some superbly detailed ships and 
planes scattered around. From what 
we’ve seen so far the graphics look 
astounding...are you surprised really? 
Thought not. Watch for a release early 
next year from EA. 





pom — Accolade 





PACIFIC STRIKE = LANDS OF LORE CD = CANNON 


FODDER = FLIGHT LIGHT = THE DIG = THEME 


PARK = PRIVATEER SPECIAL OPERATIONS = 


FLIGHT SIM TOOLKIT = SIM CITY 2000 


A new version of SYNDICATE 

should be hitting the shelves any 
day now, with the option to link PCs 
together across a network. Now eight 
syndicates can battle it out for world 
supremacy, with all the features offered 
by the original plus one new one, 
namely cloning. Players can genetically 
alter their agents to look like any other 
human in the game — turn your deadly 
assassin into virtually anything you want 
in order to confuse the opposition! 


The CD-ROM version of LANDS OF 

LORE should be ready to ship just 
after Christmas. Although Lands of Lore 
is not dramatically different from the 
disk version of the game, the voice 
talent employed will certainly turn a few 
heads. Both Patrick Stewart (Captain 
Picard in Star Trek Next Generation) 
and actress Angelica Houston have 
been approached, although nothing has 
been 100 per cent confirmed as yet. 

When quizzed about the project, 
Westwood Studios producer Rick Gush 
told us that “Video game production is 
getting closer to movie production — the 
use of well-known actors and actresses 
for character voices is something which 
we’ve been looking into for some time. 
The two industries are getting closer 
together these days and the possibility 
of a multi-million dollar game is not out 
of the question”. 

All being well, we’ll be able to tell 
you the full line-up of talent for Lands of 
Lore CD in issue three of PC Player. 


L Legend is set to unleash a new 


© adventure any day now through 
Accolade, but this time things are a bit 
different. In place of the Windows-esque 
text/graphic interface, the new game 
XANTH employs a completely new user 
interface. Similar in style to most point 
and click adventures, Xanth allows for 
total mouse control. It may be a little 
behind the times, but if Xanth can offer 
the quality of story-line and description 





which previous offerings have provided, 
then Accolade could be on to quite a 
winner. Watch out for a pre-Christmas 
release. 


MICROPROSE has teamed up with 

INTEL for a new and unusual 
bundling deal. The firm is packaging 
three separate titles with an_ Intel 
accelerator chip, for $80. The deal will 
be available with either Formula One, 
Fields of Glory or Return of the 
Phantom. Previously the firm had a deal 
with Falcon 3.0 and the Intel maths co- 
pro. 

Apparently, further collaborations 
may well go ahead in future months. 
Microprose’s marketing manager, Rob 
Davies, is on record as saying “This is 
the second deal we’ve done with Intel. 
There are very few games which can 
utilise its maths processor, but Falcon 
was one of them so it came to us. 
These bundles are going into stores 
that sell a serious amount of hardware. 
Some of our games are very high-end 
and these shops have begun to realise 
that some of their customers and ours 
are the same, so there’s a lot of 
synergy there”. 

Source: CTW 1/11/93. 


CANNON FODDER, 2 controversial 
action war game from Sensible 
Software, is due to be released on the 
PC through Virgin early next year. The 








Cannon Fodder - 
Sensible Software 











cause of concern recently amongst 
British Legion charities, the game (and 
both Sensible and Virgin) has been 
coming under a certain amount of flak 
(no pun intended) due to its use of the 
poppy as a main image. 

Already a storming success on the 
Amiga, Virgin has high hopes for the PC 
version of the game. From what we’ve 
seen so far, it looks a bit like a cross 
between Mega-lo-Mania and Seal Team 
with a sprinkling of North and South for 
good measure. Reports from the Amiga 
press has shown the game to be 
extremely addictive. We'll bring you 
more info soon. 





eo US Gold’s mega license deal 
WINTER OLYMPICS is not only set 
for a floppy release in January, but also 
a thoroughly enhanced CD version 
which will include some superb digitised 
visuals and sounds. 

Events available include bob-sleigh, 
luge, alpine skiing, freestyle skating, ski 
jumping, cross-country, biathlon, ice 
hockey, figure-skating, speed skating 
and short-track speed skating. We’re 
assured by US Gold that all of these 
events will incorporate photo-realistic 
graphics along with all the features 
you’ve come to expect from an 
Olympics computer game. We should 
be able to review the game just after 
Christmas. 

Apart from the sporty side of things, 
it looks as though US Gold is set to 
have quite a busy time over the next 
few months. Both REBEL ASSAULT and 
SAM & MAX are scheduled for release 
at the beginning of December, whilst 
DUNGEON HACK (the newie from SSI), 


DELTA V (Bethesda) and ARMOURED 
FIST (from Novalogic) will all be out by 
Christmas. Keep an eye out for reviews 
next month in PC Player. 

The really big news on the US Gold 
front is that the Steven Spielberg 
produced product from LucasArts, THE 
DIG, should be ready for release in the 
first quarter of 1994. Set at an 
archaeological dig on a distant planet, 
the game is apparently something 
which Spielberg “always wanted to do 
as a movie, but would never be able to 
afford”. From the very early shots we’ve 
seen, the game is based on a 
development of SCUMM and will most 
likely be a CD-only product. 


Thrustmaster — 








e Flight sim buffs with plenty of room 
to spare will doubtlessly be thrilled 
to bits to find out that THRUSTMASTER 
has a whole host of new add-ons which 
are now being handled through RC 
Simulations (Tel: 0272 550900 Fax: 
0272 411052). 

Everything from basic cockpit 
modules and joysticks are available, 
right up to the piéce de résistance, the 
F-16C module with realistic seat, 
shoulder harnesses and fibreglass skin. 
All this stuff doesn’t come cheap, as it 
has to be imported into the UK from the 
States. Dollar prices for the kit range 
from $695 for the basic sit-in unit, to 
$975 for the ‘body shell’ fighter cockpit 
mock-up. Anyone who is interested can 
receive a brochure by either calling the 
number above or writing to: 

RC Simulations, 

Unit 1B, 

Beehive Trading Estate, 

Crews Hole Rd, 

St George, 

Bristol. 

BS5 8AY. 


SubLogic is set to release a new 

advanced flight sim onto the market 
any day now in the shape of FLIGHT 
LIGHT. Designed to be a simple yet fully 
featured sim, the product allows you to 
fly a Cessna jet along flight corridors 
from New York to Boston, LA/San 
Diego, Chicago/Champaign and Dallas 
to Austin. Although it is not as advanced 
as its big brother, Flight Sim 5, Flight 
Light offers full instrument landing and 
navigational features which are more 
than enough to assist anyone wishing to 
experience the thrill of flying the real 
thing. 

Employing a similar graphics system 
to FS5, the new product is made 
simpler with the aid of a new menu and 
help system which can be brought on 
line at any point to assist with problems. 





RC Simulations 











No UK release date has been set as 
yet, although we’re informed that a US 
release is expected in January. Watch 
for an in-depth review over the next few 
months. 





on" soon is the intergalactic 
trading/combat/adventure game 


STAR REACH from Interplay. Little is 
known about the product as _ yet, 
although we’re told that Interplay is 
currently trying to dream up a name for 
the product (Star Reach doesn’t really 
do the business apparently). Anyone 
with any bright ideas should drop us a 
line and we’ll pass them on to the 
people at Interplay. 


Empire is on the verge of launching 

the new Campaign title, originally 
titled CAMPAIGN II. The new game has 
an upgraded combat system and 3D 
model database and now includes 100 
new post-war vehicle and weapon 
shapes. Animated infantry can be 
deployed and now, not only can you 
control all the land based vehicles on 
offer, you can fly helicopters as well. On 
the strategy side, Campaign II offers 
gameplay on a number of levels from 
individual platoon, division and regiment 
control to full campaign organisation. 

Campaign Il is due for release 
before Christmas and from what we’ve 
seen so far, it’s just about ready. Watch 
for more details next month. > 








Campaign Il - Empire 


Star Reach — 
Interplay 
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(Top) Theme Park, 


at Sea, 
(Bottom Right) 
Harpoon Il - 
Electronic Arts 





(Bottom Left) Victory 
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There has been a lot going on 
down at Electronic Arts recently, 
with news surfacing concerning the new 
game from Origin systems, among 
others. Origins Richard Garriott 
(otherwise known as Lord British, the 
guy who was responsible for the Ultima 
series of games) is currently working on 
his first non-Ultima game. 

As yet untitled at this early stage of 
development, Garriott’s new game is 
being dubbed as being an “interactive 
movie”. What this means isn’t actually 
clear, as this kind of claim is banded 
about with alarming regularity, but we 
are told that it could be similar in style to 
the Infogrames game, Alone in the 
Dark. No release date has yet been set, 
but just as soon as more information 
becomes available, we’ll be sure to 
pass it on. 

Also from Origin comes. the 
PRIVATEER SPECIAL OPERATIONS ada- 
on disk. Containing many new missions, 
locations and ships, this extension disk 
simply bolts onto the original Privateer 
code in a similar way to the Strike 
Commander and Wing .Commander 
add-ons. Available in December, this 
disk should extend the life of an already 
large game even further. 











(Below Left) Flight 
Sim Toolkit - 
Domark 








Fans of the strategy gaming genre 
will be disappointed to hear of the 
delayed release of two up and coming 
strategy games. VICTORY AT SEA and 
HARPOON Il, both being produced by 
renowned strategy team, Three Sixty 
software, were pencilled in for a 
December release, but due to a few 
gremlins getting in on the act, that date 
now looks to have been put back to 
February or possibly March ’94. 

Set for release in early ’94 is 
Bullfrog’s new game, THEME PARK. 
After the amazing success of its last 
effort, the very cyberpunk Syndicate, 
Bullfrog has been beavering away 
putting the finishing touches to this Sim 
City-like game. Taking control of the 
aforementioned park, it’s up to you to 
make a profit and keep the park running 
smoothly. Expect to see it around the 
end of January/beginning of February. 


One of the most exciting software 
prospects lurking around the 


corner at the moment (especially if 
you're a big flight sim fan) is the release 
of the FLIGHT SIM TOOLKIT from 
Domark. Working under the Windows 
operating environment, this clever piece 
of software will allow you to design your 








own aircraft, worlds and missions with 
total control over every aspect of the 
flying experience. Taking into account 
the complex mathematics involved in 
aircraft design, Domark promises that 
Flight Sim Toolkit will give the player 
one of the most realistic flight models 
available anywhere. Expect to see FST 
surfacing somewhere around January. 

Football fans are also well catered 
for with CHAMPIONSHIP MANAGER 
"94, which should be available by the 
time you read this. An inspirationally 
named add-on disk for Championship 
Manager ’93, this will provide all the 
necessary information to enable you to 
update your Championship Manager ’93 
disk with all the pre-season transfers, 
management changes, promotions and 
relegations that have occurred since the 
end of last season. Priced at £9.99, 
Championship Manager ’94 should be 
out in the shops now. 


Mallard software has plans to 

release TOWER, a slightly cut 
version of Tower Pro by Aviation 
Simulations Inc, which is a multi-screen 
professional PC-based tool used for 
teaching real Air Traffic Controllers. 
Featuring panoramic views of busy 
international airports, complete with 
digitised (photo-realistic) aeroplanes, 
Tower should be available by the time 
you read this. 

SubLogic has plans to release ATP, 
its excellent commercial airliner sim, on 
CD-ROM in time for Christmas. 
Included in the package will be various 
scenery add-ons for the United States 
and Europe. Priced at £79.95, itis a sim 
that every flight sim fan should possess 
a copy of. 

Another interesting bit of news — a 
cheap, SPEECH RECOGNITION SYSTEM 
is likely to appear by the end of the 
year. Priced at £19.95, it is a software 
product that works in conjunction with 
the Sound Blaster board and a 
microphone. Details are at present still a 
bit sketchy, but a call to Bob Sidwick at 
R C Simulations on 0272 550900 will 
provide you with more info. > 





(Centre and Right) Tower - RC Simulations 
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«BEGINNING THE 
NEXT GENERATION 
OF COMPUTER 
AD&D®* ROLE-PLAYING 
ADVENTURES. 


On a sun-scorched, savage world, 
computer AD&D® role-playing 
takes its next leap forward. 
Are you ready for the most realistic, 
hard-hitting drama you've ever 
seen on a computer? 


® Continuous full- 
screen action; no 
separate combat or 
exploration modes. 
@ Intuitive mouse 
interface. 
~ © Fully animating 
characters. 
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HINTS TIPS 'N' HELP CALL THE GOLD PHONE: SPELLJAMMER” © EYE OF THE BEHOLDER Ill « VEIL OF DARKNESS * DARK SUN © EYE OF THE BEHOLDER © LEGEND OF 
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A CORPSE TEL: 0839 654 284 LUCASARTS HELPLINE » LeCHUCK'S REVENGE (MONKEY ISLAND 2) © INDIANA JONES (LAST CRUSADE & FATE OF ATLANTIS) * ZAK McKRACKEN ¢ 

MANIAC MANSION ¢ LOOM © THE SECRET OF MONKEY ISLAND ¢ X-WING « DAY OF THE TENTACLE™ TEL: 0839°654 123 INFORMATION LINE: 0839 654 124 ¢ LEGENDS 
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Star Trek 2: 
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@» Interplay is to release a special 
® collectors edition of its Star Trek 
game, STAR TREK 2: JUDGMENT RITES 
(see review on page 74), complete with 
a copy of the best-selling Star Trek film 
The Wrath of Khan. Priced at £44.99, 


the box set of game and video will be | 


available at the end of November. 


» PC chess programs seem to be 

y appearing at an alarming rate at the 
moment, with the release of Kasparov’s 
Gambit and soon CHESSMASTER 4000 
TURBO from Mindscape. Powered by a 
32-bit version of the chess engine that 
won the 1992 World Computer Chess 
Championships, Chessmaster 4000 
Turbo introduces realistic opponent 
personalities, enhanced chess tutorials 
and multiple-player support over 
modems and networks. As seen in 
Gambit, there are libraries of opponents 
to play against, with the inclusion of an 
opponent creator. Designed to run 
under Windows, this should really give 
chess players something to sink their 





(Right and Far 
Right) Unnecessary 
Roughness — 
Accolade 











teeth into. Chessmaster 4000 Turbo is 
available now on floppy disk, with a CD- 
ROM for Windows version appearing in 
the second quarter of 1994. 


» Ever wondered what happened to 
Wihe granddaddy of the home 
computer, Clive Sinclair? Well, he’s 
alive and well and along with his son, 
Crispin, has set up a mail-order firm 
with a slight twist. If, upon receiving a 
game, you are dissatisfied with it for any 
reason, then simply send it back for a 
full refund. 

SINCLAIR DIRECT can be contacted 
on 071 263 3529. 


™ Having signed a deal with the NFL 
= allowing it to use real players and 
player statistics, Accolade is soon to 
release UNNECESSARY ROUGHNESS, 
an American football game that will 
| make use of rotoscoping and the SVGA 
format to produce some incredible 
graphics. Players will be allowed to view 
the game and stadium from any angle 
and from any location, guaranteeing 
some spectacular views of the game in 
progress. Expect to see it in the shops 
in December. 
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Mindscape 















(Top and Above) 
Sim City 2000 - Maxis 





@ Role-playing fans are in for a treat 

& with GENESIA, the new RPG from 
Mindscape. Developed by Microids, it’s 
an isometric 3D adventure that has you 
cast as a hapless adventurer. Utilising 
hi-res VGA graphics and a unique 
viewpoint, it looks very reminiscent of 
early 8-bit classics such as Knightlore 
and Fairlight. Expect to see Genesia at 
the end of January or beginning of 
February 1994. 








@» Sim City fans (such as myself) are 
® going to be wetting themselves 
come the new year, for it will herald the 
next generation of computerised city 
building in the form of SIM CITY 2000, 
courtesy of sim expert, Maxis. 

Apparently, this new Sim City game 
will incorporate over four years of 
customer suggestions and combines 
dozens of new features such as 
schools, bridges, museums, hospitals, 
universities, freeways, waterfalls, bays 
and so on. The display is now seen 
from an 3D isometric viewpoint, viewed 
from any angle. Underground railways 
and subways are also being included 
into the running, and as if they weren’t 
enough to keep you occupied, as the 
mayor you’re also responsible for the 
city’s underground pipe and cable 
network! 

Sim City 2000 has been slightly 
delayed, but keep your eyes open 
around February time for this potentially 
stunning addition to the ‘Sim’ series of 
products. | 








you read that correctly — 
PC Player, in 
f conjunction with US 
Gold, is offering the stunning prize of 
the ENTIRE LucasArts range of games 
for the PC, plus a few extras! 

LucasArts is in the enviable position 
of being one of the most respected 
development houses in the world. Its 
huge breadth of programming and 
design talent has produced such classic 
games as X-Wing, Day of the Tentacle, 
Indiana Jones and the Fate of Atlantis 
and many, many more. 

Maybe you have a LucasArts game 
in your collection, but would like to own 
the lot? Let’s see...that’s 15 titles in 
total, which include: 


° REBEL ASSAULT (CD-ROM) 
X-WING 
IMPERIAL PURSUIT 

e B-WING 

e SAM & MAX HIT THE ROAD 
DAY OF THE TENTACLE 
INDIANA JONES AND THE FATE OF 
ATLANTIS 
INDIANA JONES AND THE LAST 
CRUSADE 

> MONKEY ISLAND 2; LE CHUCK’S 
REVENGE 

° THE SECRET OF MONKEY ISLAND 
ZAK MCKRAKEN AND THE ALIEN 
MINDBENDERS 
LOOM 

© AIR COMBAT CLASSICS 


(Which in turn contains Secret Weapons of the 
Luftwaffe, Battle of Britain and Battlehawks 1942, 
plus mission disks!) 


(@ YoU MUST FIRST ANSWER THESE THREE SIMPLE 
cotta th COMPLETE THE TIE-BREAKER: 


B. WHICH FAMOUS 
me INDIANA JONES IN 


Five runners-up will also walk away with 
their very own LucasArts Entertainment 
T-shirt. 


© LucasArts Entertainment Company. Star Wars is a a registered trademark 
of Lucasfilm Ltd. All rights reserved. Used under authorisation. 








‘All entries ona 


postcard to: 
SMART 
LUCASARTS 
COMPETITION, 
PC Player, 
16-17 Hollybush 
Row, 

Oxford. 

OX1 1JH. 


Closing date: 
1st January, 1994. 


The editor's 
decision is final 
and no 
correspondence 
will be entered 
into (unless we 
feel like it, of 
course). Get 
entering, because 
you've got to be in 
it to win it! 

If you’re stuck 
with any of the 
questions, try 
reading through 
the mag — you 
never know what 
you may find... 


CHAMP MGR 1 
9.99 


rat $ 
SPEEDBALL 2 





F16 FALCON V 3.0 


1 §. mid 15.49 


MEGALO MANIA STREETFIGHTER2 
17.49 20.49 


[ IMPORTANT - PLEASE NOTE : 
iC = CGA (Colour Graphics Adaptor) H 
iE = EGA (Enhanced Graphics Adaptor) ' 
!V = VGA (Video Graphics Array) ' 
iSV = Super VGA ' 
|256C = 256 colour ' 





{286/386 = Minimum machine requirement 
‘MB = Minimum requirement of RAM 
‘HD = High Density Disks 

‘DUAL = Both 3.5" and 5.25" disks included 





i 














































688 ATTACK SUB E/V/286 11.49 
A-TRAIN CONSTRUCTION 12.49 
A-TRAIN E/V/286. 13.99 
A.T.A.C, V/286 ... 11,99 


A320 AIR-BUS V/256C/286 
A320 AIRBUS (USA VERSION) V/256C/286. 
ACES OF THE PACIFIC V/256C/SV/386 
ACES OVER EUROPE V/256C/SV/386 
AIR BUCKS E/V/286 ... 
AIR FORCE COMMANDER V/286 
ALIEN 3 V/286 ... 
ALIEN BREED V/256C/286 
ALONE IN THE DARK 2 V/386/2MB 
ALONE IN THE DARK H/D V/256C/386 
AMERICAN GLADIATORS E/V/286 
AV8B HARRIER ASSAULT V/386/2MB 
B17 FLYING FORTRESS V/256C/286 
BATMAN RETURNS V/286 
BATTLE ISLE 93 V/286 
BATTLE ISLE H/D E/V/286, 
BATTLEHAWKS 1942 C/E/V/286 
BENEATH THE STEEL SKY V/386. 
BETRAYAL AT KRONDOR V/256C/SV/386 
BLADE OF DESTINY V/286 
BLOODWYCH C/E/286 .... 
BODY BLOWS V/256C/286 
BUBBLY DIZZY C/E/V/286 . 
BURNING RUBBER V/286. ... 

BUZZ ALDRIN INTO SPACE V/256C/286 
CAESER DELUXE V/286 ... 
CAR & DRIVER V/256C/386 
CASTLES 2 E/V/286 
CHAMPIONSHIP MAN: 
CHAMPIONSHIP MANAGER 93 UPDATE DISK 
C/E/V/386 
CHAMPIONSHIP MANAGER 93/94 C/E/V/386 
CHESSMASTER 3000 E/V/286 (DUAL) 
CIVILISATION V/286 .........20:000 
CORRUPTION (M/SCROLLS) E/286 


CREEPERS V/286 .......0s00004+ 

CRUISE FOR A CORPSE V/286 12.49 
CURSE OF ENCHANTIA V/256C) 14.49 
CYBERRACE V/386/4MB + 26.49 
CYBERSPACE V/286... f 
DARKLANDS V/256C/386. 


DAVID LEADBETTER’S (MICROPROSE) 3D GOLF 
V/256C/386/2MB ... 
DAY OF THE TENTICLE V/256C/286 
DETROIT V/286 .. 
DOGFIGHT Vi2s6C/286/1MB 
DRACULA V/386... 
DREAMLANDS 
(TRANSARCTICA, STORM MASTER, ISHAR) E/V/286... 
DREAMWEB V/286... 
DUNE 2 - BATTLE FOR ARRAKIS V/256C/286 
DUNGEON MASTER E/V/286 
DYNA BLASTERS E/V/286 
ELITE 2 (FRONTIER) E/V/286 
ERIC THE UNREADY E/V/286 
EUROPEAN CHAMPIONS E/V/ 
EYE OF THE BEHOLDER TRILOGY 
EYE OF THE BEHOLDER (SS)) E/V/286 
F1 (DOMARK) V/286 «....sssseeeeee 
F15 STRIKE EAGLE 2 C/E/V/286 
F15 STRIKE EAGLE 3 V/256C/386/2MB 
F16 FALCON V 3.0 V/286/1MB/DOS 5 ... 
F19 STEALTH FIGHTER M/CGA/EGA/VGA/286 
F29 RETALIATOR V/286 * 
FABLES & FIENDS - KYRANI 
FABLES & FIENDS - 
LEGEND OF KYRANDIA V/256C/286......ssessesssecsseeeeose 24.49 
FANTASTIC WORLDS 

(REALMS, PIRATES, POPULOUS, 

WONDERLAND) E/V/286 
FIELDS OF GLORY V/256C/386/2MB 
FIRST SAMURAI E/V/286 
FLASHBACK V/256C/286, 
FLIGHT SIM TOOL KIT (WINDOWS V3) V/386 
FLIGHT SIMULATOR 5 SV/386/2MB 
FORGOTTEN CASTLE W/256C/386 






































™ PREMIER MGR 
12.99 


F1 GRAND PRIX 
16.49 


WING COMM 
9.99 





SS 


space 
cRusabe 


SPACE CRUSADE 
14.49 


ZOOL 
17.49 


RAILROAD TYCOON 
11.49 


DL'S GOLF 
15.49 


"PRIVATEER 
32.49 


X WING SYNDICATE 
30.49 


FORMULA 1 GRAND PRIX V/286 ..... 
FREDDY PHARKAS 

FRONTIER PHARMACIST V/256C/SV/386 . 
FUTURE WARS C/E/V/286 . 

GATEWAY 2 V/256C/286 .. 
GENESIA VGA/286.... 
GLOBAL DOMINATION V/286 .. 
GOAL V/286... 
GOBLIIINS 2 v/286... 
GRAHAM GOOCH WORLD CLASS CRICKET v/286. 
GRAND PRIX CIRCUIT E/V/286 .. 
GREAT NAVAL BATTLES H/D V/256C/286 . 
GUNSHIP 2000 V/286.. 
HARRIER JUMP JET V, 
HEIMDALL VGA... 
HIRED GUNS V/286_ .. 
HISTORYLINE 1914-18 V/286 . 
HOOK V/286. 
HUMANS 2 V/286 .. 





IMMORTAL E/V/286. .. 

INDIANA JONES FATE OF 

ATLANTIS ADVENTURE V/256C/386 . 4.99 
INDY CAR RACING V/386/2MB + 8.49 
INNOCENT V/286 ..... 8.49 


INTERNATIONAL RUGBY CHALLENGE V/286 .. 
ISHAR 2 - LEGIONS OF CHAOS V/256C/286 . 
JACK NICKLAUS GOLF C/E/286 
JINXTER (M/SCROLLS) £/286 
JURASSIC PARK V/286 .... 
KASPAROV’S GAMBIT V/386 .. 
KGB E/V/286_ 
KICK OFF 2 C/E/V) 
KINGMAKER E/V/286 
KINGS QUEST 4 E/V/286 . 
KNIGHTS OF THE SKY E/V/286 . 
KRUSTY’S SUPER FUN HOUSE V/286.. 
LANDS OF LORE V/256C/386 ........ 
LASER SQUAD (ENHANCED) V/286. 
LEATHER GODDESSES OF PHOBOS 2 E/V/286 . 
LEGEND (WORLD OF LEGEND) E/V/286.. 
LEGENDS (KRISALIS) V/286 ....... 
LEGENDS OF VALOUR V/256C/286 . 
LEISURE SUIT LARRY 1 E/V/286 . 
LEISURE SUIT LARRY 6 V/386/2MB* . 
LEMMINGS C/E/V/286 (DUAL) . 
LEMMINGS 2 V/286 
LEMMINGS DATA DISK - OH NO! C/E/V/286 (DUAL). 
LETHAL WEAPON V/286 ..... 
LINKS (GOLF) (NORM) V/386 .. 
LINKS 386 PRO V/386 . 
LITTIL DEVIL V/256C/386 . 
LOST VIKINGS V/256C/286 . 
LOTUS 3 - THE FINAL CHALLENGE V/256C/286 . 
LURE OF THE TEMPTRESS V/286.. 
M & M- DARKSIDE OF XEEN V/286 . 
Mi TANK PLATOON E/V/286 .. 
MAGIC BOY E/V/286 .........« 
MAGICLAND DIZZY CGA/EGA/VGA/286 
MANCHESTER UNITED C/E/V/286. 
MASTERS OF ORION V/386 « ..... 
MAXIMUM OVERKILL V/386/4MB .. 
MEGA LO MANIA E/V/286 . 
MIDWINTER CGA/EGANVGA: 
MIG 29 E/Vi286 
MIG29 (NEEDS F16 FALCON V3) V/286/1MB . 
MIKE DITKA’S FOOTBALL H/D EGA/VGA/286 . 








MONOPOLY E/V/286 .. 2.49 
MORTAL KOMBAT V/286.. 3.99, 
NASCAR E/V/286_ .. f 
NFL ‘94 V/256C/386 

NFL FOOTBALL V/386 . 


NHL ICE HOCKEY ‘94 V/3! 
NIGEL MANSELL’S WORLD CHAMPIONSHIP vi286 . 
ONE STEP BEYOND EGA/VGA/286 .. 
PACIFIC STRIKE V/256C/386/4MB. 
PATRICIAN V/256C/386 .. 


PATRIOT V/286 ........ 

PINBALL DREAMS V/286.. z 
PIRATES GOLD V/256C/386 . 8.49 
PITFIGHTER V/286 ... 


POPULOUS & PROMI: 
POPULOUS & SIM CITY C/E/V/286 .. 
POPULOUS 2 V/286 
POWER TATICS 
(SHANGHAI 2, SARGON 5, BUSHBUCK, 
CHESSPLAYER 2150, PICK ‘N’ PILE) C/E/V/286... 
PREMIER MANAGER 2 V/286 .. 
PREMIER MANAGER V/286.. 
PRINCE OF PERSIA 2 V/256C/286 .. 
PRINCE OF PERSIA C/E/V/286 . 
PRIVATEER SPEECH ACCESSORY DISK .. 
PRIVATEER V/256C/386/4MB .. 
PRO TENNIS TOUR 2 E/V/286. 
QUEST & GLORY 
(BLOODWYCH, MIDWINTER, 
CADAVER, BAT) C/E/VGA/286 . 
RAGS TO RICHES V/286 






























































































KNIGHTS OF THE SKY 
13.49 


LINKS (GOLF) 
12.99 





THE LEGACY 
13.99 


A TRAIN 


13.99 








JURASSIC PARK 


DUNE 2 




















S OF MONKEY ISL 
13.49 





LEMMINGS 
14.49 





GUNSHIP 2000 


BIT 
17.49 


DOGFIGHT 
11.99 


‘SPEAR OF DESTINY 


9.49 15.99 





HARRIER JUMP JET GOAL 










23.49 23.99 21.99 13.49 20.99 
RAILROAD TYCOON DELUXE V/SV/386 25.99 WIZARDRY 6 - 
RAILROAD TYCOON E/V/286 11.49 BANE OF THE COSMIC FORGE C/E/V/286 ...........+100+0 21.49 
RALLY V/386 ..... 23.49 WIZARDRY 7 - 
REACH FOR THE SKIES V/286 24.49 CRUSADERS OF THE DARK SAVANT E/V/286 
RED BARON H/D V/256C/286 27.49 WWF WRESTLING 2 £/V/286 .. oars 
RETURN TO ZORK V/286 27.99 X-WING DATA DISK (B-WING) ‘Vi256C/286 . x 
REX NEBULAR V/286 ... 24.49 X-WING DATA DISK (IMPERIAL PURSUIT) V/256C/386 15.49. 
RICK DANGEROUS C/E/V/286 (DUAL) 9.48 X-WING V/256C/286 30.49 
RORKE'S DRIFT E/V/286_ .......-..0+ 8.99 XMAS LEMMINGS 
RULES OF ENGAGEMENT 2 E/V/286 26:49 ZOOL V/286 .... 
RYDER CUP V/286 21.49 























SAM & MAX HIT THE ROAD V/386/2MB « 
SCRABBLE (US GOLD) E/V/286. 
SEAL TEAM V/386..... 
SECRET OF MONKEY ISLAND 2 V/286 
SECRET OF MONKEY ISLAND E/V/286 
SENSIBLE SOCCER E/V/286 ... 
SEVEN CITIES OF GOLD v/s 
SHADOW CASTER V/256C/386/2M! 
SHADOW OF THE COMET V/256C/28! 
SHADOW SORCERER E/V/286 (DUAL) 
SHADOWLANDS V/286. 
SHUTTLE E/V/286 ... 
SILENT SERVICE 2 E/V/256C/286 
SILVERBALL VGA/386 .. 
SIM ANT V/286 (DUAL)... 
‘SIM CITY DELUXE 

(SIM CITY, FUTURE CITIES & 
TERRAIN EDITOR) E/V/286 
SIMON THE SORCERER V/256C/386 
SLEEPWALKER E/V/286 
SOCCER KID V/386 
SOUP TREK (THE SEARCH FOR STOCK) VGA/286 
SPACE CRUSADE E/V/286 
SPACE HULK V/386 ... 
SPACE LEGENDS 
(WING COMMANDER, MEGATRAVELLER, 
ELITE PLUS) V/286 
SPACE QUEST 5 V/256C/286 
SPEAR OF DESTINY (WOLFSTI 
SPEEDBALL 2+ 
SPORTS MASTERS 

(PGA GOLF, INDY 500, ADVANTAGE TENNIS, 
EUROPEAN CHAMPIONSHIP'S 1992) E/V/286 
STAR CONTROL 2 E/V/286 .. 
STAR TREK - 25TH ANNIVERSARY E/V/256C/286 
STAR TREK 2 - JUDGEMENT RITES V/256C/386 
STAR WARS CHESS V/286 ........... ee 
STARLORD V/386 
STREETFIGHTER 2 E/V/286 
STRIKE COMMANDER V/256C/386/4MB 
STRIKE COMMANDER DATA DISK V/256C/386/4MB 
STRIKE COMMANDER SPEECH ACCESSORY 
V/256C/386/4MB 14.49 
STRONGHOLD V/386 23.99 
STUART PEARCE’S SOCCER SELECTION’S (KICK OFF 2, 
MICROPROSE SOCCER, MANCHESTER UNITED, 
INTERNATIONAL SOCCER) E/V/286. 
STUNT ISLAND V/256C/386. 









23.49 
15.49 
24.49 
.26.49 
31.49 
28.99 
20.49 
132.49 
15.49 


















13.99 
30.49 
















SUB WARS V/386 ........ 28.99 
SUMMER CHALLENGE E/V/286 15.49 
SUPER CAULDRON W/286 ... 14,49 
SYNDICATE DATA DISK V/256: 14.99 
SYNDICATE V/256C/386/4MB 29.49 
T2 (COIN OP) VW/386 ......... 23.99 
TASK FORCE 1942 V/386/2MB .28.99 
TEAM SUZUKI C/E/V/286 ... 10.49 
TERMINATOR RAMPAGE V/286 + 23.49 
TFX V/386.. 28.49 





THE BLUE & THE GREY v286 
THE LEGACY V/256C/386 
THE LOST FILES OF SHERLO! 
THE LOST TREASURES OF INFOCOM 1 
(20 CLASSIC INFOCOM TEXT 
ADVENTURES) C/E/V/286 (DUAL) 
THE LOST TREASURES OF INFOCOM 2 

(11 CLASSIC INFOCOM TEXT ADVENTURES) C/E/V/28617.49 
THE SETTLERS E/V/286 .. 25.99 
THE SUMMONING E/V/286 21.49 
TORNADO W/386. 26.99 
ULTIMA 6 E/V/28! 
ULTIMA 7 E/V/286 ... 
ULTIMA 7 PART 2- 
THE SERPENT ISLE V/256C/386/4MB .....1.2.cseseeceseneesl 
ULTIMA TRILOGY 2 (ULTIMA 4, 5, 6) V/256C/286 
ULTIMA UNDERWORLD 2 V/256C/386/4MB. 
ULTIMA UNDERWORLD V/256C/386/4MB 
WAR IN THE GULF V/286 
WARLORDS 2 V/386 ... 
WHEN TWO WORLDS 
WILSON GOLF V/286......... 
WING COMMANDER 1 V/286. 
WING COMMANDER 2 + SPEECH ACCESSORY PACK 
V/386/2MB_ ... 
WING COMMANDER 2 DATA DISKS 1+2 V/386/2MB 
WING COMMANDER ACADEMY V/256C/386/2MB 



















PC EDUCATIONAL 
ADI FRENCH (11-12 YRS) CGA/EGA/VGA (DUAL) 
ADI JUNIOR READING (4-5 YRS) CGA/EGA/VGA 
FLYING FINGERS KEYBOARD TUTOR 
FUN SCHOOL 2 (2-6) C/E/286 
FUN SCHOOL 2 (6-8) C/E/286 
FUN SCHOOL 2 (8+) C/E/286 
FUN SCHOOL 3 (5-7 YRS) CGA/EGA/VGA 
FUN SCHOOL 4 (2-5 YRS) CGA/EGA/VGA 
FUN SCHOOL 4 (5-7 YRS) CGA/EGA/VGA 
FUN SCHOOL 4 (7+ YRS) CGA/EGA/VGA 







FUN SCHOOL SPECIAL - 

MERLIN’S MATHS (7-11 YRS) CGA/EGA/VGA .........045 17,49 
FUN SCHOOL SPECIAL - 

PAINT ‘N CREATE EDUCATIONAL ART 

(5+ YRS) CGA/EGA  eecseeesees assnasansenacasnaneesossoosenacee 17.49 


MARIO IS MISSING VGA. 

EXCELLENT GEOGRAPHY EDUCATIONAL 
GAME FOR ALL AGE GROUPS, 
MAVIS BEACON 2 TYPING TUTOR CGA/EGA/VGA 
MICRO ENGLISH 

(8 YRS TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) CGA/EGA/VGA. 
MICRO FRENCH 

(BEGINNER TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) CGAJEGAIVGA,...,..+.ecrnseee 17.99 
MICRO MATHS 

(11 YRS TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) CGA/EGA/VGA. 
MICRO SPANISH 

(BEGINNER TO GCSE. CONFORMS TO 
NATIONAL CURRICULUM) 
NODDY'S BIG ADVENTURE 

(FOLLOW UP TO NODDY’S PLAYTIME) 
NODDY'S PLAYTIME 
(EDUCATIONAL PROGRAM FOR 
CHILDREN AGED 3+) EGA/VGA 
STORYBOOK WEAVER 
(EDUCATIONAL AND CREATIVE WRITING TOOL 
USING PICTURES, SOUNDS AND SONGS) 


PC UTILITY 


BBC GARDENERS WORLD 3D GARDEN DESIGNER ... 
FUN SCHOOL SPECIAL - 


























15.99 


PAINT ‘N CREATE EDUCATIONAL ART 
(5+ YRS) CGA/EGA 
MAVIS BEACON 2 TYPING TUTOR CGA/EGA/VGA 






MICROSOFT MONEY ACCOUNTS PACKAGE. 
IDEAL FOR SMALL BUSINESS OR HOME USE. 
WINDOWS REQ’D. 





MICROSOFT WORKS V.3 DOS 

(A POWERFUL BUSINESS TOOL INCLUDING A 
DATABASE FOR INSTANT REPORTS, 
SPREADSHEETS AND CHARTING (31 CHART TYPES), 
WORD PROCESSOR WITH 120,000 WORD 

SPELL CHECKER, A THESAURUS WITH OVER 
190,000 SYNONYMS AND A DRAWING FUNCTION) ... 


114.99 


MINI OFFICE PERSONAL 

(SUGGESTED FOR SMALL BUSINESSES 

OR HOME USE, INCLUDES WORD PROCESSOR 
WITH 50,000 WORD SPELL CHECKER, DATABASE, 
SPREADSHEET WITH MORE THAN 50 FUNCTIONS 
AND LABEL PRINTER.). 





PRINT SHOP DELUXE. 

EXCELLENT PRINT ENHANCER GIVES SUPERB 

QUALITY PRINTING RESULTS. ALLOWS CALENDARS, 
GREETING CARDS ETC TO BE PRINTED 49.99 





RAVE! FOR WINDOWS. 
EXCELLENT VALUE MUSIC AND MIDI 
SEQUENCER SOFTWARE PACKAGE, 





SUPERJAM FOR WINDOWS. ........-scscertssseseseseneasnens! $1.99 
VISTA PRO VERSION 3 
(LANDSCAPE SCENERY GENERATOR) ...0--0..0-cseereaeect 69.99 


SOUND CARDS 


SOUND BLASTER V.2 SOUND BOARD 
FOR PC WITH INBUILT ANALOGUE (15 
PIN) JOYSTICK PORT, MIDI INTERFACE 
AND CD AUDIO INPUT SOCKETS. 
COMPLETE WITH SOFTWARE BUNDLE 
INCLUDING LEMMINGS, INDY 500, 
ORGAN AND TALKING PARROT. 1 YEAR 
WARRANTY.NEW LOWER 

64.99 


QUICKSHOT PC STARTER PACK WITH 
SOUND BLASTER 11 VOICE 
MUSIC/DIGITISED VOICE/MIDI SOUND 
BOARD WITH INBUILT ANALOGUE (15 
PIN) JOYSTICK PORT, QS123 WARRIOR 5 
JOYSTICK AND MATCHING IVORY 
COLOUR SPEAKERS. 64.99 


SOUND SENSE SOUND BOARD FOR PC. 
COMPATIBLE WITH SOUNDBLASTER V.2 
AND ADLIB CARDS. 
COMPLETE WITH HIGH QUALITY 
SPEAKERS, BUILT IN MIDI INTERFACE 
AND CD AUDIO INPUT SOCKETS. FREE 
ZOOL, AV8B HARRIER ASSAULT AND 
INDIANA JONES GAMES. 
1 YEAR WARRANTY. 

96.99 


SOUND BLASTER PRO PLUS 
SOUND BOARD FOR PC 
INCLUDES CD-ROM INTERFACE, 
MIDI INTERFACE, DIGITAL & ANALOGUE 
MIXER, AMPLIFIER 
AND SOFTWARE. 
NEW LOWER PRICE 
142.99 


GRAVIS ULTRASOUND 16 BIT SOUND 
CARD FOR PC. 
COMPATIBLE WITH ADLIB AND 
SOUNDBLASTER. 
CD QUALITY SOUND, 3D HOLOGRAPHIC 
SOUND CAPABILITY, FULL MIDI 
SUPPORT, WINDOWS SUPPORT, 
JOYSTICK PORT, 4 SOUND UTILITIES. 
SUITS 386 OR ABOVE 

165.99 


43 BROOMFIELD ROAD, CHELMSFORD 
CD ROM DRIVES 


| These multisession CD ROM drives are compatible with the Kodak Photo 
CDs, CD ROM games and will also play normal audio CDs. They are to 
MPC standards which mean they are compatible with all PC Soundcards. 
CDs can store up to 600 MB of data, making them the ideal media for 
games that have a large memory requirement, CD ROM games can offer 
fabulous graphics, sound and vast gameplay. 


MITSUMI QU00SS INTERNAL CD ROM DRIVE FOR IBM PC. 

SLOTS INTO SPARE DRIVE BAY OF PC TO ALLOW USE OF 

CD ROM SOFTWARE. INTERFACE INCLUDED. 

EXCELLENT VALUE FOR MONEY CD ROM DRIVE. ......0.000. s0s000159.99 
PANASONIC CR562B INTERNAL CD ROM DRIVE FOR PC. 

HIGH SPEED 320MSEC ACCESS, 300KB/SEC DOUBLE 

SPEED DATA TRANSFER RATE, INTERFACE INCLUDED, 

CD ROM XA & MULTISESSION COMPATIBLE. 5.25" HALF 

HEIGHT DESIGN. AUTOLOADING CD TRAY....... 


PHILIPS CDD462 EXTERNAL CD ROM DRIVE .... 


COMMODORE 1940 
MONITOR FOR PC 


SUPPORTS SVGA . 0.39" DOT PITCH, 
14” DISPLAY, BUILT IN STEREO 
SPEAKERS FOR QUALITY SOUND. 
PC LEAD WITH AMIGA ADAPTOR 
INCLUDED. 

OFFICIAL UK VERSION 









AMSTRAD MEGA PC 386 1/40 


WITH VGA MONITOR AND BUILT IN MEGADRIVE. 25MHz 386 
PC, 14" COLOUR VGA MONITOR, 40MB HARD DRIVE, 1 MEG 
RAM, 1 YEAR ON-SITE WARRANTY, DOS 5, ANALOGUE 
JOYSTICK, ADLIB SOUNDCARD, SPEAKERS, MOUSE & 
CONTROL PAD ...... 0... eecesseeteeeeeeeeeees toreh esas sree ooveeesesAOO.99 










PC MICE 


DATALUX MOUSE FOR PC 
(400 DPI, CLEAR DESIGN) 
17.49 















LEGEND TRACKBALL FOR PC. 

REPLACES STANDARD MOUSE 
FOR ALL MOUSE BASED 

OPERATIONS. COMFORTABLE, ERGONOMIC FEEL. | 

SUITED MAINLY TO RIGHT HANDED USERS. | 

25.99 |_ 


OR ABOVE, NOT MICROCHANNEL) WORKS WITH 
MOST WINDOWS AND DOS APPLICATIONS. 
EXCELLENT FOR DESIGN AND EDUCATIONAL USE 
89.99 










We only supply official UK products. Official suppliers of 
all leading brands. We sell games and peripherals all at 
amazing prices for Megadrive, Master System, Game. 
Gear, Super NES, Gameboy, NES, Lynx, Amiga, Atari 
ST, PC, CD ROM and Apple Mac. ‘And we sell T-shirts 
and cuddly toys! . 

Special Reserve Club Shops at The Maltings, 
Sawbridgeworth, Herts & 
at 43 Broomfield Road, Chelmsford, Essex. 
Club Shops open 10am til 8pm seven days a week! 





10 PACK GOLDSTAR 5.25" DSDD DISKS (96 TP!, 720K) 
10 PACK GOLDSTAR 5.25” HD DISKS (1.2 MB) ........ 


PACK OF 10 VERBATIM DSDD 3. 
WITH LABELS (BRANDED) ... seeseencsanvansesesoosce 
PACK OF 10 TOK MF-2DD 3.5" DISKS (OSDD BRANDED) 
PACK OF 50 SONY DSDD 3.5" DISKS WITH LABELS... 


PACK OF 10 SONY HIGH DENSITY 3.5" DISKS WITH 
LABELS AND FREE PLASTIC FLIP TOP DISK BOX ......:00+se:00e000057-99 
PACK OF 10 TDK MF-2HD 3.5” DISKS 
(HIGH DENSITY BRANDED) ............ 


TROJAN LIGHT PEN FOR PC (COMPATIBLE WITH 286 = 3 
PACK OF 50 SONY HD 3.5” DISKS WITH LABELS 





BANX DISK BOX 3.5" (80) STACKABLE .. 
DELUXE DISK BOX 3.5” (80), LOCKABLE, 
DISK BOX 3.5” (120) LOCKABLE, DIVIDERS ........ 
DISK BOX 3.5” PLASTIC FLIP TOP (10 CAPACITY) . 


PC JOYSTICKS 


) CH FLIGHT STICK ANALOGUE JOYSTICK FOR 
| PC (15 PIN) GG6683 34.99 


FREEWHEEL | 
STEERING WHEEL 
(ANALOGUE 15-PIN) 
FOR PC. USE IT 
INSTEAD OF A 
JOYSTICK. SUITS | 
MOST DRIVING GAMES | 
GG9006 
29.99 


—; GRAVIS ADVANCED 
GAME PAD 
FOR PC = 
. a 


(15 PIN) 
20.49 


GRAVIS ANALOGUE 
JOYSTICK FOR PC 
(15 PIN) 

29.99 


KONIX SPEEDKING 
FOR PC 
WITH AUTOFIRE 


(DIGITAL,15 PIN) 
eee. 442.99 


j 

| 
HAWK JUNIOR ANALOGUE JOYSTICK FOR | 
IBM PC. AUTO CENTERING, TURBO FIRE 
9.99 | 

i 





_ LOGIC 3 PINTO 

_ JOYSTICK FOR 
PC (AUTOFIRE, 15 PIN) 
17.99 


LOGIC 3 QUATRO JOYSTICK FOR PC 
(AUTOFIRE & SLOW MOTION, 15 PIN) 
17.99 


QUICKJOY SPEED RAIDER 
JOYSTICK 

FOR PC 
(AUTOFIRE, 15 PIN) 
13.99 


QUICKJOY TOPSTAR 
JOYSTICK FOR PC 
(AUTOFIRE, 15 PIN) 
17.99 


QUICKSHOT 123 
WARRIOR 5 PC 
ANALOGUE 
JOYSTICK (15 PIN ) 
11.99 


SAITEK MEGAGRIP 3 
PC ANALOGUE 
JOYSTICK 
(AUTOFIRE, 15 PIN) 
12.99 


SAITEK MEGASTICK 3 
PC DIGITAL 
JOYSTICK. (15 PIN) 
8.99 


SUNCOM ANALOGUE 
EXTRA JOYSTICK 
FOR PC (15 PIN) 
24.99 





SUNCOM FX2000 
ANALOGUE JOYSTICK 
FOR PC (AUTOFIRE, 15 

PIN) WITH SWITCHABLE 
FIRE BUTTONS 
24.99 


SUNCOMGFORCE = 
YOKE 

ANALOGUE PC JOYSTICK (15 PIN). 
RESPONSIVE CONTROL 

STICK SUITABLE FOR USE 

WITH DRIVING GAMES 

AND FLIGHT SIMS. 

59.99 


DISKS & DISK BOXES 
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Special Resere members can have all this.. can YOU? 
_ READ "NRG' Regular Club Magazine 
CHOOSE from our Huge Selection 
~ BUY at Best Possible Prices 
SAVE with our Special Deals 
~# SAVE more with our XS Coupons 
~~ WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 


1. The best selection of games, peripherals and hardware for all 

popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase can save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 

. FREE-to-enter BIG TARGET COMPETITIONS. With currently 
up to £10,000 worth in every issue of NRG, exclusive to members. 


That's why over 180,000 people have joined Special 
Reserve, the biggest games club in the World! 


0279 600204 


Open 10am til 8pm Seven Days a Week. 


Order/Confirmation/Receipt sent for every order. 
You can also Fax your order to us on: 0279 726842 


We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch, We reserve the right to change prices without prior notification. E .& O.E. 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK 
FORD SHOP 
eeleyiilitciiem@acer-(e 
Chelmsford, Essex 
Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 


All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 
MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 


UK MEMBERS 4.00 7.00 14.00 


OVERSEAS EC MEMBERS 6,00 9.00 18.00 
OVERSEAS WORLD MEMBERS = 7,00 1,00 22.00 








ADER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 
| (PLEASE PRINT IN BLOCK CAPITALS) 





! 
Name. 
| 
| Address. 








Postcode 





Phone Machine. 





| Enter membership number (if applicable) or 
{ NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 























! 
1 Card 


} expiry date Signature 


| Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 


Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


Le — Se 
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All of the games featured in the 
Super Test exhibit strikingly 
different graphical styles. Many 
use digitised illustrations for 
backdrops, but well-drawn 
computer graphics can also be 
very impressive 


wasn’t long ago that the humble 
IT adventure game consisted of 

only descriptive text, outlining all 
your locations and puzzles in nothing 
more than the written word. Zork, 
Planetfall and Spell Bringer (not to 
mention all the other Infocom classics) 
were the definitive text-only adventures 
that had games players the world over 
enthralled. Nowadays, all this has been 
superseded with the introduction of 
more powerful computers, better 
graphics and the introduction of sound. 
As a result, the humble adventure game 
remained humble no longer. 

It was now considered standard to 
incorporate graphics into the game, 
along with the text input, so making the 
whole experience more rewarding. As 


incredible speech, and the iMUSE 
(intelligent music) system that auto- 
matically matches the music to the 
characters’ actions it looks and sounds 
like a cartoon, and the atmosphere of 
the game is conveyed perfectly. The 
backgrounds are visually stunning, and 
the character sprites are bold and 
colourful — as far as graphical perfection 
goes, DOTT is as close as it gets. 

Almost as good looking come two 
other LucasArts titles, Monkey Island II 
and Indiana Jones. Both make use of 
some extremely high quality back- 
grounds, but the character sprites are 
much less bold than DOTT. 

The Sierra games have always been 
associated with atmospheric graphics, 
and nowhere is this more notable than 


“WITH SO MANY ADVENTURE GAMES OUT THERE AT THE MOMENT, IT’S 
ALMOST IMPOSSIBLE TO KNOW WHAT’S HOT AND WHAT'S NOT” 


time went on, the keyboard became 
more and more redundant, finally 
culminating in the point-and-click 
adventure that we are all familiar with 
“today. Mouse control ruled the roost, 
and as a result adventure games started 
to appeal to even the most hardened 
arcade player. 

With so many adventure games out 
there at the moment, it’s almost 
impossible to know what's hot and 
what’s not. That’s why we've taken a 
cross-section of adventures that 
represent the most popular, playable 
and state-of-the-art games in this genre 
and pitted each of them against their 
contemporaries. In this, our second 
Super Test, we aim to give you all the 
information you need to make an 
informed judgement. 


PRESENTATION 


DAY OF THE TENTACLE Kk kkk 
FREDDY PHARKAS kkk 
INDY, FATE OF ATLANTIS KKK 
KING’S QUEST VI Kk 
LAURA BOW II tok 
LEGEND OF KYRANDIA wk 
REX NEBULAR tO 
MONKEY ISLAND 2 kkk 
SIMON THE SORCERER kkk 
SPACE QUEST V kkk 


Regardless of how ingenious the 
puzzles are, if. an adventure cannot 
convey the feeling of the game through 
the graphics and the general aura, then 
the chances are that you won't want to 
venture any deeper into the fold than 
perhaps the first puzzle. 

The top of the pile as far as graphics 
are concerned has got to be Day of the 
Tentacle (DOTT). Thanks to the 


in Laura Bow Il. The backgrounds are 
evocative of the 1920s, and have been 
hand-painted and digitised to capture 
the mood beautifully. 

Freddy Pharkas and King’s Quest 
VI, although having some excellent 
graphics, don’t capture the mood as 
well as Laura Bow Il, possibly because 
they’re representing two periods of time 
that had a lot less character. Space 
Quest V on the other hand doesn’t have 
to portray anything that resembles 
reality, and the suitably futuristic 
graphics do go some way to capturing 
the imagination in a way that neither 
Freddy or King’s Quest manage. 

One thing that has to be said of all 
the Sierra games though is that the 
character sprites are small and ill 
defined, and look out of place when set 
against the games’ stunning back- 
grounds. Compare this to the sprite 
animation found in Rex Nebular, and 
the faults become apparent. The 
animation in Rex N is stunning, with the 
characters moving fluidly through the 
game world. 

Simon the Sorcerer and Legend of 


f 


— 
Heres a cartouche 


fr-om The Hell of{Souls. 





> Lo at ' 
Puzzles abound in Indiana Jones, but none of them 
are of the ‘try-everything-in-the-hope-that-it-works’ 
vein. All are logical and easily worked out with the 
right amount of brain-power. Another nice feature of 
the game is that there are three different routes 
available, which gives the game a lot more scope 





POINT-AND-CLICK ADVENTURES 


Kyrandia are similar in presentation, 
with bright, bold backgrounds, but only 
adequate sprites. Kyrandia even goes 
so far as to commit the cardinal sin of 
not scaling the sprites as they walk into 
the screen. 


ENTERTAINMENT 


DAY OF THE TENTACLE kkk kk 
FREDDY PHARKAS tok 
INDY, FATE OF ATLANTIS) = xk&xk&kKK 
KING’S QUEST VI kak 
LAURA BOW II kk 
LEGEND OF KYRANDIA bos 
REX NEBULAR KOI 
MONKEY ISLAND 2 OOK 
SIMON THE SORCERER kkk 
SPACE QUEST V wk 


The real test of an adventure game is 
how enjoyable it is to play. The 
adventures on test here ranged from 
the brilliantly logical DOTT, to the 
obscure and annoying Space Quest V. 

At the lower end of the scale are, 
surprisingly, the Sierra games — King’s 
Quest VI, Laura Bow et al require you to 
spend too much time wandering around 
locations waiting for things to happen 
that you have no control over, such as 
other characters interacting only when 
you are in the right place at the right 
time. The puzzles also appear to 
require more luck than judgement, 
which is something that an adventure 
game does not need. 

DOTT, Indy and Monkey Island all 
make use of LucasArts’ intelligent 
cursor system to enhance already 


excellent adventures. Comparatively, 
this system knocks any other interface 
into a cocked hat, and as a result the 
games are much more enjoyable, with 
everything being easier, and the 
frustration of not knowing what to do 
with an object being eliminated. > 





Thanks to Freddy being a tad lacking when it comes 
to the brains department, there is always some sort 
of joke going on at his expense. Add to this the fact 
that he looks about as intelligent as your average 
goldfish, and it’s a fair bet to say that this game 
relies on very warped humour! 





The graphics in 
Day of the 
Tentacle as you 
can see here, are 
quite superb. 
Everything is 
colourful and 
bold, with some 
superb animation 
on the main 
characters. Add to 
that some 
stunning 
backdrops and 
DOTT proves to be 
in a class of its 
own 
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PC PLAYER ISSUE TWO 


PRODUCT 
Day of the Tentacle 


SOFTWARE HOUSE 
US Gold/LucasArts 


REQUIREMENTS 
286, 640k, VGA, Mouse 




















PC PLAYER RECOMMENDS 
Soundblaster, AdLib Sound Cards 





There are few games around 


Mansion) and iMUSE systems to 
create an interactive story unlike 
any other. 

Picking up where the ancient 
Maniac Mansion (which is 
included as part of the package) 
left off, DOTT puts you in the 
unusual position of having to 
control three different characters: 
geeky Bernard, thrash metal 
roadie Hoagie and medical 
student Laverne. They must all 
work together as they try to 
prevent the mutant Purple 
Tentacle’s world take-over bid. 





: Freddy Pharkas appears in his 

: first adventure which is a wild ’n’ 
? wacky romp through the Wild 

: West and the diseases that 

: proliferated at the time. Created 

: by Al Lowe, the guy behind the 

: Leisure Suit Larry series, Freddy 
: Pharkas displays a truly inane 

? sense of humour and a pocketful 
: of methane to boot. | say methane 
; because a huge proportion of the 
: story revolves around farting 

: horses and deadly asphyxiation! 
: Thankfully this is all done in 

i typically humorous bad taste (we 


Y 





PRODUCT 


Freddy Pharkas - Frontier Pharmacist 


SOFTWARE HOUSE 


Sierra-On-Line 


REQUIREMENTS 
286, 640k, VGA, Mouse 


PC PLAYER RECOMMENDS 
Soundblaster, AdLib Sound Cards 




















of the more complex puzzles are 


which can truly be judged as hard 
to fault, and Day of the Tentacle 
(DOTT) is one of them. It is yet 
another adventure utilising the 


Travelling through time, the 
three characters find themselves 
in different time zones —- the 
present, 200 years in the past and 


: wouldn't have it any other way) 

: which had the entire team on our 
: backs! 

; As with many of the other 


bloody difficult to say the least, 
and the fact that you usually have 
to solve one puzzle to progress 
further into the game holds the 





revolutionary SCUMM (Story 
Creation Utility for Maniac 





LOCP/ 


These must be the most unlikely bunch of heroes to be found in 
any adventure game. Laverne, Hoagie and Bernard hold the fate 


of the world in their hands, It’s a scary thought, isn’t it? 


200 years in the future - where 
they must solve puzzles in order 
to help each other out. By 
interacting with characters and 
‘flushing’ objects through the 
Chrono-john time toilets the trio 
must thwart the mutant Tentacle’s 
reign and thus put the humans 
back in control of the world. 

One of the only games to 
emerge to truly deserve the 
description as an interactive 
cartoon, Day of the Tentacle is 
filled with quirky humour and 
demonstrates some of the best 
graphics yet seen in an adventure 
game. 

If you’ve got a CD-ROM, you 
could do far worse than get hold 
of a copy of Day of the Tentacle 
on CD with its superb spoken 
dialogue. 


: Pharkas uses the digitised 
i backgrounds extremely well. It’s a pity 
: that the animated figures throughout 

: the game are quite indistinct and 

? blocky 


: Sierra adventures, Freddy 

: Pharkas suffers from illogical 

: puzzles and linear gameplay that 
: tends to restrict progress. Some 








proceedings up regularly. This 
has a tendency to infuriate rather 
than stimulate. 

That said, Freddy Pharkas 
certainly does have its novel 
touches, for example, creating 
various pharmaceutical remedies 
while consulting the hilarious 
Health and Hygiene book is great 
fun...and a clever game/manual 
protection method too. 
Graphically, Frontier Pharmacist 
is superb with wonderfully drawn 
digitised backdrops 
complementing the rather blocky 
sprites. The finger-lickin’ banjo 
and blues harp solos provided by 
the soundtrack are atmospheric 
and racy too. 

It is not quite as addictive as 
chewin’ tobacco, but a lot better 





» Rex Nebular is a game that is 
enjoyable to play thanks to its humour 
and graphics. In the naughty mode, 
there is gore, smut and lots of 
innuendos. The humour really shines 
through, and the game manages to 
strike the right balance between being 
easy enough to draw you in, but having 
the right amount of depth to keep the 
adventure going. Legend of Kyrandia is 
also an easy game to play, but 


unfortunately it’s a little too simple for its 
own good because the fun starts to 
wane after a relatively short time. Simon 
the Sorcerer is the unexpected grower 





There are two ways to play Rex Nebular - either in the 
restricted mode, or with all the gore and smut 
available. After becoming stranded on a planet 
inhabited only by women, it’s a fair bet that the 
unrestricted mode will win through! 





of the group. It’s a simple game that 
makes use of a good interface, contains 
its fair share of humour — although more 
slapstick than Rex N — and has enough 
graphical touches to make you want to 
go that little bit further. 


ATMOSPHERE 


DAY OF THE TENTACLE OOK 
FREDDY PHARKAS kkk 
INDY, FATE OF ATLANTIS kkk 
KING’S QUEST VI wk 
LAURA BOW Il tok 
LEGEND OF KYRANDIA bo. 
REX NEBULAR kek 
MONKEY ISLAND 2 KKK 
SIMON THE SORCERER ww 
SPACE QUEST V kkk 


After puzzles, possibly the next most 
important variables in an adventure 
game are atmosphere and characters 
which help to draw the player into the 
world of the adventure and make them 
believe that what’s going on is actually 
happening somewhere in a parallel 
universe. 

DOTT contains everything that 


for your health! 





makes a good adventure. The story is 
funny and interesting, the characters 
elicit an empathetic response from the 
player and the atmosphere is very 
nearly perfect, being set by incredible 
graphics, crystal clear speech and 
musical effects. It’s not only this game 
that manages it though because most 
of the LucasArts’ releases have much 
the same effect. Both Indy and Monkey 
Island revolve around superb -stories 
that intrigue and excite, and include 
characters that are unique. In the case 
of Indy, the fact that he is already 
familiar as a hero of a film helps to push 
the character to the forefront of the 
imagination, and that helps to draw the 
player in. 

Laura Bow II features an exciting 
story, but the main character is just too 
‘flat’ with no link existing between the 
player and the character under control. 
This means you don’t feel obliged to get 
in there and help sort out the problem 
because the character just isn’t 
believable enough. This problem 
features heavily in all the Sierra games 
— the background story is very good 
and at first it is strong enough to carry 
the rest of the game, but it soon 














PRODUCT 


Indiana Jones and the Fate of Atlantis 


SOFTWARE HOUSE 


US Gold/LucasArts 


REQUIREMENTS 
286, 640k, VGA, Mouse 


PC PLAYER RECOMMENDS 


Soundblaster, AdLib Sound Cards 











Widely accepted as one of 
LucasArts’ finest moments, Indy 
shows how a computer game can 
expand on themes introduced in 
the cinema. By using the Indy 
character and thrusting him into a 
totally original adventure, the 
game manages to generate a 
superb atmosphere which 
captures the essence of the 
movies wonderfully. 

The year is 1939 and the Nazi 
agents are about to get their 
hands on what is potentially more 
dangerous than any weapon ever 





Just what is this bloke doing all the way 
out here in Iceland? Has he found 
something useful or is he here for a 
chin-wag? 


devised — this is Orichalcum, a 
substance even too powerful for 
the technologically advanced 
inhabitants of Atlantis. In his 
quest to stop the Nazis from 
destroying everything, Indy must 
travel through more than 200 
locations which take him from 
Monte Carlo to the Sahara and 
eventually to Atlantis itself. 

One of the most unique 


features about this is the option to : 


play the game in one of three 
different modes: the Fist Path 
where Indy fights his way through, 
the Wits Path where you must 
solve puzzles, or the Team Path 
where Indy joins forces with 
sidekick Sophia to defeat the 
Nazis. 

This is one of the most 
playable adventures around 
because it provides multiple 
routes with different puzzles to 
think your way through. Watch out 
for the recently released Indy 
talkie released on CD-ROM which 
is the same game, but all dialogue 
is fully spoken. 





the Indiana Jones films. Indy’s office is 
recreated just as you see it in the 
movies 


POINT-AND-CLICK ADVENTURES 








PRODUCT 


King's Quest Vi: 
Heir Today, Gone Tomorrow 


SOFTWARE HOUSE 


Sierra-On-Line 


REQUIREMENTS 
386X, 640k, VGA, Mouse 


PC PLAYER RECOMMENDS 
Soundblaster Sound Card 





eH 
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: Roberta Williams’ sixth King’s 

: Quest game is without a doubt the 
: biggest adventure from the Sierra 

: stable yet. Graphically far superior 
: to any of the previous King’s 

: Quest adventures, this latest 

} game expands enormously on the 
: theme and introduces a whole 

: new host of characters. Take a 

? look at the screen shots shown 

: here, and you’ll no doubt agree 

: that this is one of the best-looking 
: adventures around. The digitised 

H painted backdrops are 

: consistently excellent, while the 

: animation of all the characters is 

: superb. 


You play the part of a 


i shipwrecked prince as he finds 

: his way across a series of islands 

: in search of the girl of his dreams. 

: A beautiful princess is imprisoned 
ei Batts 2 : in a far-away tower and it’s your 

You may recognise a few locations from : job to set her free. Encounter 

i hellish monsters and terrible 

: demons as you use all manner of 

: magic to complete your quest. The 





King’s Quest VI is very ‘nice’ — a sort of fairy tale for the 


hardened adventurer. Thankfully most of the puzzles are fairly 
straightforward, but there are a couple which are a bit unusual 
to say the least 















Heir Today, Gone 
Tomorrow uses the 
same icon system as 
the previous Sierra 
adventures. Toggle 
through the icons with 
the right button or 
move the mouse to the 
top of the screen to 
view the inventory 
aS RS Aa 


interface is possibly the friendliest 
yet, while the level of character 
interaction is far greater than in 
any other Sierra adventure. 

Highly acclaimed when 
originally released a few months 
ago, the game has recently 
received a further boost in the 
form of a superb CD-ROM version. 








Freddy Pharkas is a great game and it had us in 
stitches here at the office. It is however sadly let 
down by completely illogical solutions to puzzles. If 
you think that you are up to a real challenge, this 
game comes highly recommended 


o 





becomes a pain to have to fight with the 
character to get them to do what you 
want, how you want it done. 

Rex Nebular and Simon the 
Sorcerer are games that have a 
humorous story-line, and then build 
around it with characters that fall into 
the middle ground between the type 
found in DOTT and Laura Bow. 
Although not stunning, both games are 
fun to play because you always want to 
see what is going to happen next. 

Rex is especially fun because the 
hero is playing the part that every red 


bloodied male would like to play — a 
man stuck on a planet populated 


entirely by man-hungry women. 
Compared to these two, The Legend of 
Kyrandia falls by the wayside because 
the story is poor, the characters are 
uninteresting and the whole thing just 
feels wrong. 


PUZZLES /LOGIC 


DAY OF THE TENTACLE KAKI 
FREDDY PHARKAS kk 
INDY, FATE OF ATLANTIS 9 xkkKK* 
KING'S QUEST VI tok 
LAURA BOW Il tow 
LEGEND OF KYRANDIA tke 
REX NEBULAR tok 
MONKEY ISLAND 2 took 
SIMON THE SORCERER kkk 
SPACE QUEST V wk 


If you’ve played many of the Sierra 
adventures, you'll probably have noticed 
that they all have something in common 
— the puzzles can become extremely 
illogical and obscure at times. Now 
everyone loves a complex puzzle to 
solve but there’s a limit to every 


extreme. Freddy Pharkas falls down 
due to its highly illogical solutions, for 
example, making the gas mask in order 
to survive the equine flatulence is a very 
strange process. King’s Quest VI, 
Space Quest V and Laura Bow II all 
suffer from this dehabilitating disease. 
On the other hand, the puzzles in 


the LucasArts products are the pinnacle oe of the best 


of ultra-cool. Day of the Tentacle must features about 

surely rate as one of the most cleverly _ Fate of Atlantis is 

designed games ever because the _ that the puzzles 
are so well 


puzzles are intricately interwoven 


throughout the duration of the game _“esigned. They 


may not be easy, 


and all contribute towards a final but they can be 
solution, rather than simply allowing figured out 
slow progress through a linear game _ without constant 


path. Although the puzzles may not be 
too obvious, Day of the Tentacle is one 
of those games that makes you sit up 
and realise just how clever the game 
design is. Indiana Jones and the Fate of 
Atlantis is more of the same — the 
puzzles and logic are just so damned 
good you can’t fault them, and at no 
point did | ever become frustrated with 
the logic of these games. 

Rex Nebular is host to numerous 
devious puzzles, but these too are well- 
constructed and logic-fair. > 


use of a helpline! 
































Soundblaster, AdLib, 
Roland Sound Cards 








Graphically, 
Underworld 2 is 
one of the best 
RPGs around 






Here is the undisputed king of 3D 
role-playing. To be truthful this is 
one of the few games that is hard 
to fault; it’s addictive, wonderfully 
presented and manages to draw 
you into the gameplay in a way 
unlike any other game. A definite 
relationship wrecker if ever there 
was one! 

Set one year after the 
previous Underworld game, again 
you play the Avatar as he attempts 
to rescue the inhabitants of 


Britannia from the evil forces of the 
Guardian. While celebrating their 
victory in the castle of Lord British, | 
the Guardian strikes and 
enshrouds the building in a 
gigantic and impenetrable 
blackrock gem. Your job is to 
journey into the dungeons beneath 


























Soundblaster, AdLib Sound Cards. mi 











the castle and try to find a way out. 

There are eight different 
realms to explore throughout the 
game and although a similar 
system to the original is used, 
there are a number of distinct and 
important improvements. 

Control and interaction are 
very much the same as UW1, 
however the second game 
provides better graphics with 30 
per cent extra visible playing area, 
as well as far more animation and a 
greater number of creatures with 
which to both fight and interact. 

One of the biggest adventure 
games around, UW2 is by far the 
best release from Origin. It is worth : 
noting though that at least a fast 
386 is recommended to get the 
most out of UW2 because while the 
game looks fantastic, the sheer 
amount of detail being shifted 
around makes a slow machine 
really struggle. You can turn the 
detail levels down, but the 
resulting effect is nowhere near as 
atmospheric. 


: The launch of the first Ultima 

: Underworld (UW) game was the 

i turning point for first-person 

; perspective RPGs as we know 

: them. By creating a believable and 

: well-presented world, the lands and 
? adventures of Richard Garriot’s 

: Avatar were brought bang up to 

i date. 


Although only using a 


: comparatively small area of the 

: screen, the graphics of this first 

: Underworld title managed to draw 
: in a whole host of new fans to the 

: Ultima world. By allowing players 

: to not only see through the eyes of 
? the hero, but also look up and 


down at objects, it managed to 


: create something which is about as 
: Close to Virtual Reality as you’re 
: going to get on a 386 PC. 


Yet again you play the 


: mysterious Avatar on his quest for 
: the powers of good. The game is 

: set in a time where the Avatar has 

: been away from Britannia for many 
: years and upon his return he is 

: accused of kidnapping Baron 





Almric’s daughter. Only by 
entering the Stygian Abyss (a huge 
hollowed-out volcano) and 
rescuing young Arial will he be 
pardoned. The quest not only 
involves numerous battles with a 
wide variety of foes, but it also 
requires a careful use of magic 
(using a brilliant rune stone 
system), potions, and interaction 
with non-player characters to 
ensure success. 

Although released two years 
ago, UW is still an extremely 
popular title and has only been 
beaten in popularity by its superior 
sequel. 






thy Mate ue Be ronal Miah 
Although a little blocky in appearance 
there’s a rich variety of creatures to be 
found within the Stygian Abyss 


The ankh is used to show holy areas 
used by the humans 





\ - ‘ The control system in Lands of Lore is extremely easy 


> hours of continued gameplay, and that’s 


if you know where everything is! 

DM is also blessed with such an 
involved level of gameplay, however it’s 
as much the puzzles included (see 
separate test area) which create this 
challenge, as the skills which you are 
required to master. Lands of Lore is also 
similar in this respect, however the 
problems posed throughout the quest 
seem far simpler than in either DM or 
the Underworlds. 

Of all the games on test only 
Shadowcaster falls short in the 
challenge department. One of the great 


to use. You have the option to use either the on- 
screen icons or the keyboard 


things about an RPG is that you can 
immerse yourself in the gameplay for 
hours on end, but unfortunately 
Shadowcaster offers a relatively small 
challenge and even a fairly novice 
player will find that they can complete 
the game in 20 hours or so. Pretty much 
all of the challenges offered are combat 
based and if you can beat up character 
X and then get to the door you can 
move on to the next stage. While this 
system allows for speedy, almost 
arcade-like gameplay it becomes far too 
easy once you are used to what the 
game has to offer. 





Some computer magazines, obviously not reviewing 
the game properly, said that Shadowcaster was really 
hard! Try again guys... 


Eye of the Beholder is similar in this 
respect, and while monster bashing can 
be fun, it does tend to get very 
repetitive. Unfortunately, this is one of 
the downfalls of the AD&D system and 
whilst EOB sticks to the Forgotten 
Realms universe in terms of style, it 
suffers from the same problems. 


PRESENTATION 





3D RPGs probably require a higher 
level of graphical detail than any other 
form of adventure. Why? Well, in these 
games the object is to present the world 
through the eyes of the adventurer and 
create something believable. 

There can be no denying that this is 
one of the few areas in the test in which 
Shadowcaster truly excels. Just look at 
it, it's absolutely gorgeous. The level of 
detail is really quite astounding and as 
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Way-hey! I’m outside my submerged 
spacecraft and I can swim from 
location to location. The animation on 
Rex has to be seen to he believed 





Rex Nebular is Microprose’s first 
step into the point-and-click 
adventure field and what a good 
one it is too. 

You control the actions of the 
bumbling hero, Rex Nebular, a 
galaxy-hopping adventurer- 
among-the-stars. Your mission is 
to recover a valuable artefact from 
a mysterious planet, and solve 
various puzzles in order to find 
your way out of this intergalactic 
mess. You begin the game inside 
your crashed ship (Rex is a bit 
green when it comes to landing) 
and must use anything you can 
pull out of the wreckage to aid 
you. 

Unfortunately the planet that 
Rex has crash-landed on is 


PRODUCT 


Rex Nebular and the 
Cosmic Gender Bender 


SOFTWARE HOUSE 


Microprose 


REQUIREMENTS 
286, 640k, VGA, Mouse 


PC PLAYER RECOMMENDS 
Soundblaster, Adlib Sound Cards 





POINT-AND-CLICK ADVENTURES 


SECRET O 


PRODUCT 
Secret of Monkey Island 2: 


LeChuck's Revenge 
SOFTWARE HOUSE 
US Gold/LucasArts 


REQUIREMENTS 
286, 640k, VGA, Mouse 


PC PLAYER RECOMMENDS 
Soundblaster, Adlib Sound Cards 








inhabited by bizarre alien women 
with certain earthly desires and 
instincts — this can result in a few 
fatal encounters along the way. 
Certain situations within Rex 
Nebular could be seen as being 
pretty risqué — semi-naked 
women, lewd language and 


are two different modes of 


parents. | suggest you crank it up 
to full naughtiness for the best 
effect. 

Microprose has developed a 
graphics adventure system of its 
own called MADS (Microprose 
Adventure Development System) 
which works extremely well and 
does the trick as far as the 
gameplay is concerned. Graphics 
and animations are stunning, see 
Rex swimming to see what we 
mean, and the game is an 
absolute hoot to boot! Rex 
Nebular comes highly 
recommended. 


: The original Monkey Island set 

: standards in point-and-click 

: adventures, but Monkey Island 2 

: is still considered to be THE 

: classic PC adventure. The blend 

: of puzzles, humour and adventure 
: is superbly executed and the rich 
: variety of characters manages to 
graphic violence ensure that there : 


create a gaming environment that 


: you don’t want to leave. 
display, one for adults and one for : 


You have to follow the 


: adventures of good ol’ Guybrush 
} Threepwood as he picks up after 
: beating the horrific LeChuck. Get 
: drunk, enter phlegm-spitting 

: competitions, defeat terrible 

: tyrants, desecrate graves and 

H generally cause mayhem in this, 
: one of the wackiest adventures 

: around. 


The SCUMM and iMUSE 


? systems really come into their 

? own in this game, which is 

i possibly one of the easiest 

: adventures to get into. None of 
} the puzzles are ludicrously 

: difficult, while the whole game 








(like all the other LucasArts 
adventures) is a good collection of 
interconnected puzzles which lead 
to a common goal. You can’t get 
killed, you can’t really do things 
wrong and pretty much every 
object you find has some use. 
Two years old and still going 
strong. What more can you say? 


Y 





A fully-fledged 
map of Scabb 
Island can be 
called up at any 
time. Clicking on 
a chosen area will 
move Guybrush 
towards it 
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Sierra adventures approach the 
user-interface from a different angle. 
Instead of a row of action icons that are 
clicked on before manipulating an 
object, the mouse pointer is left to do all 
the work. Pressing the right mouse 
button cycles through various icons 
(unfortunately not intelligent). This 
leaves the screen display uncluttered 
and simple, which is definitely a bonus 
for the Sierra stable. 


LINEARITY 


DAY OF THE TENTACLE 2.0.8. 0.4 
FREDDY PHARKAS kk 
INDY, FATE OF ATLANTIS) = xk&k&kK* 
KING’S QUEST VI tk 
LAURA BOW Il kk 
LEGEND OF KYRANDIA tok 
REX NEBULAR tot 
MONKEY ISLAND 2 took 
SIMON THE SORCERER tok tk 
SPACE QUEST V tok 


In Day of the Tentacle, the concept of 
time and paradox is used to create a 
plot that jumps from one place to the 
next as you solve the puzzles. This 


approach allows the player to 
concentrate on certain problems in any 
order, for example, an object needed 
much later into the game could quite 
easily be retrieved early on and saved 


. for later use. A system such as this 


doesn’t allow the player to become 
bored because there’s so much to do 
and see, and you’re never confined to a 
limited number of screens with a vague 
and difficult puzzle blocking your path. 

Indiana Jones and the Fate of 
Atlantis also scores very highly in this 
category, if not only for the fact that any 
one of three different paths can be 
taken to complete the game. In effect 
this means you have three games in 
one, so when you've completed the 
game it’s back to the beginning to finish 
it differently! Fate of Atlantis also 
changes certain elements every time 
you start a new game meaning every 
attempt is different. Take the search for 
the Nazi camp in the desert for 
example, one time you could be flying 
around in a hot air balloon to find it, 
another time you could be on the back 
of a camel hoofing through the sand 
dunes. 

All three of the LucasArts products 


Monkey Island 2: 
LeChuck’s Revenge is 
split into separate 
story sections that all 
contribute towards a 
final goal which is the 
removal of LeChuck 
from the island 










are essentially the least linear of the 10 
games featured here and that is as 
close a guarantee of satisfaction as you 
can get (said in typical R&M fashion). 
Without meaning to go too far into 
the Sierra Vs LucasArts trap, it has to 
be said that there is a definite design 
difference between their respective 
products. Sierra adventures usually 
possess fairly linear gameplay, for 
example Freddy Pharkas is comprised 
of a number of sequential acts each of 
which have a puzzle that must be 
completed in order to progress onto the 
next stage. Now this isn’t a major game 
fault because the program has 
obviously been designed this way, | do 
however much prefer the LucasArts 
non-linear approach. > 


Freddy Pharkas on 
the other hand is 
split into separate 
acts that must be 
completed 
sequentially to 
finish the gam 
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The graphics used 
throughout Simon 
the Sorcerer are of 
avery high 
standard, being 
very ‘middle Earth’ 
in appearance. 
There are a 
multitude of 
creature 
characters for 
Simon to interact 
with, and all are 
given the same 
graphical 
treatment which 
makes the game 
very pleasing to 
the eye 


Day of the 
Tentacle, without 
a doubt, reigns 
supreme over the 
point-and-click 
domain. A well- 
deserved full 
marks in every 
section ensured 
its crowning glory 


Simon the Sorcerer is one of 
those games that doesn’t receive 
the recognition it deserves, partly 
because it’s from a small British 
company, and partly because all 
the thunder was taken away from 
any game in this genre by Day of 
the Tentacle. 


You take control of Simon, the 


young boy who unwittingly gets 
thrust into a magical world 
inhabited by wizards and 
monsters. As is usual in these 
kinds of situations, the only 
person capable of whisking you 
back into your own world is a 
wizard, in this case called 
Calypso, who has quite 
inconsiderately been kidnapped. 
It’s up to you to progress through 
the game, solving puzzles and 
problems as you do so. 

The strength of Simon lies in 
the humour of the game. All the 
way through there are characters 
that come out with some very 
funny lines, and the whole look of 


CERER 


PRODUCT 


Simon the Sorcerer 


SOFTWARE HOUSE 
Adventure Soft 


REQUIREMENTS 


286, 570k, VGA/MCGA, Mouse, 
10Mb Hard Drive 


PC PLAYER RECOMMENDS 


Soundblaster, AdLib, 
Roland Sound Cards 











the game has been tailored 
towards this. It’s fairly easy to get 
into, but don’t let that fool you 
into thinking that this game is a 
pushover. Graphically excellent, 
Simon the Sorcerer is a game that 
deserves to be included with the 
best that the genre has to offer. 





The majority of adventures available 
nowadays rely on a few problems to 
help pad them out a bit. For example a 
stranger asking for help necessitates 
the need for a mini quest to be 
undertaken. That’s OK, so long as they 
are done well, as in Simon the Sorcerer 





The adventures of Roger Wilco 
continue further as Roger finds 
himself getting through the 
Starcon Academy before gaining 
his first command, as captain of 
the garbage scow, Eureka. 

Star Wars, Star Trek and 
numerous other great works of 
science fiction all see the sharp 
end of Roger’s wit as sections are 
‘borrowed’ from a number of 
familiar sources. Initially mildly 
amusing, the Space Quest series 
seems to be running out of steam 


. and although the presentation 

: and some of the ideas in this, the 
: fifth outing of Space Quest, are 

: very good, the overall design and 
: interface is a little old-fashioned. 


There are numerous puzzles 


? to bend your mind around, 

: ranging from simple spatial 

: reasoning to basic arcade-ish 

: (OK, they’re not that arcade-like) 
: sections. The story-line, which 


», 7 

: The amount of characters that can be 

: interacted with during the game is very 
: large. Most of them will only engage in 
: a spot of idle chatter, but a few could 

: hold the key to solving the 

i adventure...if you’re really lucky 








PRODUCT 


Space Quest V: 
Roger Wilco the Next Mutation 


SOFTWARE HOUSE 


Sierra-On-Line 


REQUIREMENTS 
286, 640k, VGA, Mouse 


PC PLAYER RECOMMENDS 
Soundblaster, AdLib Sound Cards 





centres on a mysterious genetic 
mutation, only manages to get 
really interesting right towards the 
end. There are some clever twists 
in places, but on the whole it’s all 
fairly predictable stuff. 

Those of you who are big fans 
of the Sierra-style adventure will 
no doubt love this, but to the rest 
of us, at least it’s a damn 
attractive-looking game. 





— 
¥ me 


One of the most user-friendly aspects 
of Space Quest is the ability to change 
the control icon. Simply clicking on the 
right mouse button will cycle through 
the available actions, making the 
journey through the game a lot easier 








~ CONCLUSION 


DAY OF THE TENTACLE toto 
FREDDY PHARKAS tok 
INDY, FATE OF ATLANTIS 9 xkxkxkxx* 
KING’S QUEST VI tok 
LAURA BOW Il 2.8.4 
LEGEND OF KYRANDIA to 
REX NEBULAR tok tk 
MONKEY ISLAND 2 5 e004 
SIMON THE SORCERER tok 
SPACE QUEST V took 


It’s funny just how different games of 
the same style can become. Tentacle 
and Rex Nebular are both of the same 
genre, but each presents their case ina 
different manner. The various Sierra 


games fit into, and work extremely well 
within their own particular niche, it’s just 
a pity that illogical puzzle solutions drag 
a product down from being an excellent 
game to just a good one. This is where 
the Sierra games lose out to the 
LucasArts adventures. 

As you can see from the final score, 
there are two top-rated adventures: Day 
of the Tentacle and Indiana Jones and 
the Fate of Atlantis. These two games 
stole the spotlight. There’s no denying 
that Tentacle is a real crowd-pleaser 
and will continue to be for quite some 
time yet, but when you consider just 
how old Fate of Atlantis is, you really 
begin to understand just how advanced 
the LucasArts SCUMM system has 
become over the past few years. 
LeChuck’s Revenge is also over two 
years old and look how well that fares 
against newer titles. 

If you’ve played any of the 
LucasArts adventures, then you could 
do far worse than many of the other 
games mentioned here. The point-and- 
click adventure genre has been blessed 
by an air of quality with the standard of 
presentation being outstanding and a 
fun factor which is very high. 


What do we have to look forward to 
in the future? Well, LucasArts’ newest 
duo, Sam & Max, will be hitting our 
monitors some time in November, and 
that sure looks like one to watch out for 
— take a look at the preview on page 92. 
Virgin has Beneath the Steel Sky 
(complete with Dave Gibbons’ artwork) 
and the sequel to Kyrandia, The Hand 
of Fate. Sierra-On-Line has Gabriel 
Knight. — Sins of the Father, Police 
Quest IV and Quest for Glory Ill ready 
for release, and Interplay should please 
the thousands of Trekkie fans out there 
with Star Trek: Judgement Rites. 

When the future’s this bright — you 
gotta wear shades. a 





For lewd laughs and a whole lot of fun try 
Microprose’s Rex Nebular and the Cosmic Gender 
Bender. Rex is a sort of digitised Amazon Women on 
the Moon game...complete with breasts! 
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Ol rselt for the overwhelming sight of fri ciee 3D sell a t: 


Here is a colossal fantasy world, 
encompassing generations of characters and 
over 400 cities and towns, where the realisr 
so powerful you may never escape Her depth 


The Elder Scrolls, Arena and 
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Softworks. All rights reserved. Mar 
distributed under license by US Gold L 
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: _ ome STARS oF PC 





"ADVENTURE GAME 
/ DEVELOPMENT, 


WESTWOOD STUDIOS. 


RESIDES ONE OF Fm q 





“SDN : 


life in 1985, 
= Westwood Studios 
t S was the creation of 

Louis Castle and Brett Sperry. Initially 
known as Westwood Associates, the 
company made its name working on 
conversions for numerous computer 
formats including the Apple Il, 
Commodore 64 and PC. The team 
became known very early on for being 
more than capable of working with 
particularly ‘difficult? conversion work 


company, so hiring a team. of 
artists and programmers, Sperry and 
Castle officially chartered Westwood 
Associates as an independent software 
developer. 

Westwood worked with numerous 
other software houses in its formative 
years — Electronic Arts, Tengen, Epyx, 
SSI, Infocom, Accolade, Activision and 
Walt Disney Software have all taken 
advantage of the team’s talents in the 
past. These ventures created numerous 


“INITIALLY KNOWN AS WESTWOOD ASSOCIATES, THE COMPANY MADE ITS 
NAME WORKING ON CONVERSIONS FOR NUMEROUS COMPUTER FORMATS 
INCLUDING THE APPLE II, COMMODORE 64 AND PC” 


and soon became a highly respected 


“\Y company. 


It wasn’t long before conversion was 
not challenging enough though for the 


successes with games including such 
classics as Eye of the Beholder | and Il, 
Dragon Strike, Warriors of the Eternal 
Sun and Baitletech. In these early years 


Westwood was especially adept at 
transferring the games across a wide 
variety of formats (something vital for a 
team’s success in such a volatile 
market) and gained quite a reputation 
for adapting to any new format which 
emerged. 

In 1991 Westwood was looking to 
publish its own titles rather than use 
other firms, and after considerable time 
a relationship with Virgin Games was 
hatched, resulting in the formation of 
Westwood Studios. 

The new company has_ since 
produced a number of titles, the first 
being Legend of Kyrandia which is a 
point-and-click adventure, that was 
followed by the highly successful Dune 
Il in December ’92, and the epic Lands 
of Lore: The Throne of Chaos in August 
of this year. 







The company, now 60 stro’ 
compliment, is currently“wor 
variety of new projects ric ] 
are aimed_at.t CG multi-media: 
markets. Sequels to previous games are 
high on the priority list, with Kyrandia 2: 
The Hand of Fate set for imminent 
release (we’ll be reviewing it in PC 
Player issue three) and Lands of Lore II 
currently in the very early conceptual 
stages. Aside from this the team is 
experimenting with a variety of new 
styles using the very latest technology. 
PC Player recently visited the Las 
Vegas-based offices to see what was 
going on and to talk to some of the 
people working on  Westwood’s 
forthcoming projects... 


RICK ‘COCO’ GUSH: PRODUCER 

“At the moment, all of the Westwood 
games have a very distinct style, there 
is a defined graphical ‘look’ to our 
products. Although we’re-very happy 
with this, there are a large number of 
artists on the staff who are now working 
on developing a new look. All kinds of 
new technology and images are 
explored to help expand the team’s 
presentation of our products. 

There are a number of projects 
underway — the Bad Boys project is an 
adventure which uses a very stylised 
cartoon look. We’re looking into the 
possibility of experimenting with colour — 


iecstilgeenaesasctahe THE FUTURE 





at preséntonly the major characters 
and gbjécts on each screen are 
cot6ured’ and..everything else is left 
faicksand@white- tf might look” really 


“Shitty, but the good thing is that we 


have the ability to experiment. 
Elsewhere we have guys developing 
the Dune II system. Command and 
Conquer is the next major ‘mutation’ of 
this system and we’re working with all 
kinds of polygon manipulation and 
rendering techniques. The _ finished 


Rick ‘Coco’ Gush: j F¥ es 
producer 







Kyrandia — people seemed to love the 
original, but to tell you the truth | thought 
it was a crappy game to start with and 
that’s why the second game is so 
different. It’s tempting not to try though 
— the artist in me wants to create 
something new and different, while the 
businessman says ‘go for it, just do 
another one the same, it'll sell anyway’. 
We don’t really make a conscious 
effort to change things each time like 
Richard Garriot and his team over at 


“AS A PRODUCER | HAVE A GREAT TIME WORKING ON THE PROJECTS. 
TAKE TOMORROW FOR EXAMPLE, I’M POPPING UP TO LA TO DIRECT 
PATRICK STEWART AS HE RECORDS THE VOICE-OVER FOR THE CD 
VERSION OF LANDS OF LORE” 


product is intended to be something 
truly different. 

There are also guys working on 3D 
systems which move away from the 
tired computerised look. 3D Studio and 
Silicon Graphics systems are used to 
try and create something new and 
different. Most of the new projects are in 
the conceptual stage at present, and a 
whole load of ideas will be considered 
before we finally settle on something to 
finish as a product. 

At the moment Hand of Fate is our 
biggest concern though. The game is 
very nearly finished and we’re just 
tweaking various things before release. 
Most of our fan-mail actually concerns 


Origin — we’re really not that organised, 
things here are far too chaotic! 

As a producer | have a great time 
working on the projects. Take tomorrow 
for example, I’m popping up to LA to 
direct Patrick Stewart as he records the 
voice-over for the CD version of Lands 
of Lore. Hopefully I’ll be looking after 
Angelica Houston when she records her 
part as well — as long as she decides to 
help us out that is. We’re not really 
going to shout about who is voice acting 
for us yet, just in case people drop out. 
The end result should be really 
spectacular though — producing Lands 
of Lore CD has really been like 
producing a movie.” 








Rick Parks has been working on a 
number of rendered creations using 
the Silicon Graphics application 
Alias. These items are intended for 
use in the concept project Virtual 
Lands - something which could be 
a stand-alone product or part of the 
Lands of Lore series 











New concepts were 
created for Hand of Fate, 
right down to a new 
method of propulsion for a 
ship — a huge galleon 
which is pulled along by a 
giant fish! 





Rick Parks: 
senior artist 





Elie Arabian: 
artist 


The second game 
in the Kyrandia 
series has been 
worked on by a 
huge team. 
Although only a 
small core of 
people worked 
together, many 
artists were 
responsible for 
putting together 
some of the 
spectacular 
images 


HAND 





> RICK PARKS: SENIOR ARTIST 

“The conceptual stuff we’re working on 
at the moment is something which is 
simply designed as a new game aimed 
at any high-spec format. It could be 
3DO, PC CD-ROM or even Jaguar. The 
working title is Virtual Lands which 
could end up as one of two different 
things — either as a _ stand-alone 
product, or (more likely) as part of the 
Lands of Lore series. 

Silicon Graphics development is 
something which we haven’t really 
worked with before, and it’s an absolute 
joy to work on. It’s such an unbelievably 
powerful system. To tell the truth it has 
trouble working in the framework which 
we’re proposing — telling it to animate at 
eight frames per second rather than 
video quality stuff really causes 
problems. It really is aimed at high-end 
usage, and the effects you can create 
are outstanding. I’m still only scratching 
the surface of what it’s capable of, but 
it’s the way ahead in ‘world’ design for 
games. 

In the past I’ve been responsible for 
heading up a lot of the art in Westwood 
projects. I’ve worked on Hand of Fate 
and Lands of Lore — the intro in LoL 
was mine — and |’m responsible for 
everything from initial sketches to story- 
boarding and final art. Something like 
Lands of Lore is a massive project and 
























throughout the game’s development, 
we’d often have many artists working on 
different elements.” 


ELIE ARABIAN: ARTIST 

“We’re trying to take the artwork in the 
games one stage further these days. 
Rather than’ simply creating an 
individual monster or creature which 
only turns up once or twice, we’re now 
developing species of creatures which 





able to influence the style of the game 
and the story behind it by means of the 
work they produce. In all there are 17 
artists working at Westwood, although 
the intention is that eventually there will 
be 25 of us. We'll often work on more 
than one project at once, although each 
game team has a core of artists they 
will often draw on any of the other guys 
to help out. We’ll all do literally 
hundreds of sketches to create just a 


“SILICON GRAPHICS DEVELOPMENT IS SOMETHING WHICH WE HAVEN’T REALLY 
WORKED WITH BEFORE, AND IT’S AN ABSOLUTE JOY TO WORK ON. IT’S SUCH 
AN UNBELIEVABLY POWERFUL SYSTEM” 


all have subtle differences. For example 
within a basic species you can divide 
the characters up into different skill 
groups, much as we do with the player 
characters. It’s worked for mainstream 
RPGs, so it’s great fun building up a 
whole new race and more rounded 
characters. Our new creatures will be 
able to do far more moves, as well as 
have specialities depending on their 
abilities. 

All of the artists here hope to be 


handful of scenes to begin with — early 
sketches take minutes to complete, but 
something more final will often take 
about three hours to do. 

Aside from sketches, my speciality 
is animating. At the moment | use 
DPaint Animator to build up all of the 
frames, but I’m looking into using some 
other packages, including 3D Studio. 
My most recent animations have all 
been for Hand of Fate, virtually all of the 
monster anims were mine.” 














HAND OF FATE TEAM... 
Clockwise from top: Cindy Chinn (artist), Rick Gush 


(producer), Dwight Okahara (sound and music), Rick 
Parks (senior artist), Michael Legg (programmer) 


SAM HASSAN: 3D SPECIALIST 

“The 3D graphics in video games at the 
moment are far too shiny and perfect. 
What I’m trying to do is create things 
which are far more true to life. | take the 
artists’ sketches and turn them into 3D 
Studio models — this in itself is difficult, 









LANDS OF LORE CD-ROM TEAM... 
Clockwise from top: Frank Klepacki (music), Jenny 
Sward (producer), Phil Gorrow (designer), Rick Gush 
(writer and producer), Scott Bowen (programmer) 


a front, sides and a back, so often a 
finished model will look a bit different 
from the initial concept. 

Transferring sketches to screen is 
very hard work — you can’t just scan the 
thing you see, because a scan would be 
a 2D image. Everything | do has to be a 


“ILL GET INSPIRATION FROM ALL OVER THE PLACE, FROM FOOD PACKAGING 
TO SOMETHING I’VE SEEN ON AN ADVERT ON THE TV” 


cause often the artists will just go crazy 
and when it hits my desk I'll have to go 
over the work and adjust all of the 
aspect ratios and perspectives so that 
they’re ‘real’. a 


A sketch can look however you:want® 
it to, but a computer model has to have: 





























polygon-based model of the original—a 
model which is then bit-mapped and 
shaded to look like the sketch. Creating 
a 3D screen is just like construction, but 


You can only view it in 2D. 


The next stage for me is to move 


over to Alias on the Silicon Graphics — 








£ i 
LANDS OF LORE TEAM... 
Clockwise from top: Mark McCubbin (coder), Phil 
Gorrow (designer and coder), Bill Stokes (coder), Alan 


Crum (designer), Rick Parks (artist), Rick Gush 
(producer), Elie Arabian (artist) 


the use of light and object manipulation 
is far more impressive on that. On the 
PC you can produce lighting effects a 
certain way, but with Alias it’s like 
having real objects viewed by real 
cameras and lit using real lights. On 3D 
Studio if you want a shaft of light, you 
have to create polygon and shade it 
accordingly — with Alias you just tell the 
system where the light is coming from, 
what it’s lighting and you can then add 
glow and mist to create your shaft of 
light. It's amazing. The power that Alias 
offers the artist is just phenomenal. For 
a project such as Lands of Lore 
Il/Virtual Lands, we’ll definitely use the 


Silicon Graphics technology very 
heavily.” 
FRANK MENDEOLA: ARTIST 


“lve not been here long, my previous 
job was working as a_ freelance 
illustrator but my primary role since | 
arrived has been to come up with some 
monster concepts for the forthcoming 
Lands of Lore game. By looking at 
previous efforts I’ve been able to come 
up with a whole host of new creatures. 

| like to work by incorporating not 
only the look of something, but also the 
shape, texture, movement and 
environment of the creature. All this is 
important if a creation is to be 
believable and that’s what I’m trying to 
achieve. 
lll get inspiration from all over the 
ac from food packaging to 
: ve seen on an advert on the 
TV. Everything can be used — if a shape 
your fancy you can work on that 
nd see where it takes you. 
| always work on tracing paper so 
each sketch | create can be 


v oped easily and quickly. | usually Wy 
about half an hour to produce a \ 


h so tracing bits of previous 
ons can speed me up a bit!” |_| 








Sam Hassan: 
3D specialist 





Frank Mendeola: 
artist 
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If you know a great game 
when you see one - and 
you recognise value for 
money - look no further 
than KIXX XL. 


Whether you're a flight 
sim. addict, an intrepid 
graphic adventurer or you 
like to test your wits 
against a wicked role- 
playing creature, the KIXX 
XL collection will spoil you 
for choice. 


KIXX XL offers you games 
from the world's finest 
software publishers, 
including LucasArts, 
MicroProse, SSI, Access, 
Delphine and U. S. Gold - 
names synonymous with 
quality and state-of-the- 
art technology, at truly 
affordable prices. 


KIXX XL. When you've 
found eXceLlence... why 
compromise? 





THE SECRET OF MONKEY 
ISLAND* 


A Hilarious Graphic Adventure 


¢@ Features a wide variety of original 
entertaining puzzles. 


@ Cinematic story telling. 


@ High resolution graphics and special 
animation. 


¢ Point 'n’ click interface. 


Available for 
ATARI ST/CBM AMIGA/PC & 


COMPATIBLES 3.5" = 
£ 5 
RRP. 169° each ae 





€YE OF THE BEHOLDER 
A Fantasy Role-Playing Epic 
100% point ‘n’ click game control. § 


Fully animated encounters with 
realistic perspective. 


Control up to 6 characters. 


«A web of intrigue draws you into a 
totally addictive plot 


Available for me 
CBM AMIGA/PC & COMPATIBLES 3.5"! ~ 


BE8Op, i 


pa 


£999) 


rrp. £1699 cach ee 


ipa 


Ff 
! 
; 


Ae 





LINKS - THE CHALLENGE OF GOLF 


Golf Simulation So Realistic, You'll 
Think You're There! 









¢ Stunning graphics. 
¢ Incredible 3-D contoured terrain. 
@ Three levels of gameplay. 


¢ Adjustable golfer's stance and 
swing plane. 


Available for 
CBM AMIGA/PC & COMPATIBLES 3.5" | 


RRP. «169° each 





ROBIN HOOD NIGHT SHIFT™ 


For format availability, please 


CYBERCON lil FIS STRIKE EAGLE II 


refer to grid on the next page. 

















CRUISE FOR A CORPSE 


Take Part In A High Seas Murder 

Mystery! 

¢@ Question other characters in true 
Agatha Christie style. 

Completely interactive in full 3-D 
vision. 


¢ Featuring the Cinematique™ 
operating system. 


Available for 
ATARI ST/CBM AMIGA/PC & 
COMPATIBLES 3.5" 


RRP. 21499 each 









The Secret of Monkey Island** 
€ye of the Beholder* 

Links - The Challenge of Golf* 
Cruise for a Corpse'™* 

Knights of the Sky* 
Gunship'“* 
Another World* 
Robin Hood* 
Night Shift'™* 
Cybercon IIl* 
FIS Strike Eagle Il 
Pirates! 
FI Stealth Fighter 









The Graphic Adventure 
MI Tank Platoon 
Midwinter 
Midwinter II 
Loom 
Maniac Mansion* 






Operation Stealth 


Battlehawks 1942 
Future Wars 


Indiana Jones and the Last Crusade*- 


Zak McKracken and the Alien Mindbenders* 


World Class Leader Board™ - The Series 


KNIGHTS OF THE SKY 


Aerial Combat And Gallantry In 
World War | 


Fly 2O planes, every major fighter 
in W.W.11. 


«Accomplish hundreds of missions 
in 7 categories. 


13 dazzling 3-D perspectives. 


Available for 
ATARI ST/CBM AMIGA/PC & 
COMPATIBLES 3.5" 


RRP. el 6°9 each 


GUNSHIP™ 
Fly The 2ist Century Warrior 


¢ Simulation of high speed. low-level 
flight. 


¢@ Superb 3-D graphics. 
¢ Multiple real-life missions. 


+ Advanced weapon systems and 
instrumentation. 


Hundreds of hours of entertainment. 


Available for 
ATARI ST/CBM AMIGA/PC & 
COMPATIBLES 3.5" 


RRP. -le99 each 





KIXX XL - THE RANGE Format Availability & RRP’'S Clue Books 














































ANOTHER WORLD 
An €xciting Graphic Adventure 
¢ Features polygon graphics. 


¢ Special effects offer a “cinema” 
style of gameplay. 


¢@ Superb music mixed at Delphine'’s 
in-house recording studio. 


Available for 
ATARI ST/CBM AMIGA/PC & 
COMPATIBLES 3.5" 


RRP. 214.99 each 





COMING SOON FROM SIERRA 


* HOYLES BOOK OF GAMES VOL 1 
* LEISURE SUIT LARRY | 

* KINGS QUEST 1 

* SPACE QUEST I 

* POLICE QUEST | 

* QUEST FOR GLORY 1 


FOR FORMAT AVAILABILITY CONTACT KIXX. 


# SIERRA 

















REGARDED 


BY MANY IN 


THE KNOW 


AS ONE OF 


THE MOST 


STRESSFUL 


JOBS IN 


EXISTENCE, 


AIR TRAFFIC 


CONTROLLERS 


OFTEN HAVE 


THE LIVES OF 


THOUSANDS 


OF PEOPLE IN 


THEIR 


HANDS. 








Air Traffic Controller 


Mallard\Wesson International 


ic 


£39.95 





~ Dos 2 or higher with 512k Ram, 
Windows 3.0 or higher with 640k RAM, EGA 


oa CLIPP 


~ Soundblaster, AdLib Sound Cards, Mouse 



































As if making sure that the planes eee Be Bo 
land in one piece wasn’t enough, |2 = Qa 
variable weather and aircraft |=, 
emergencies can be added to make 
things that little bit more c 
challenging. Believe it or not, this =< 
is actually London Heathrow and 
the weather is making conditions 
very difficult indeed. It’s going to /\ 











oo 
Teor 1. 


be a long night |>4 oils 


coe Lent 008 
fenton tegetneeeconn Me 
eater 


who really takes their flight 

simulators seriously will no 
= Wi Bs doubt have wondered, even 
if only in passing, what it must be like to 
be in control of the skies, literally, in the 
role of an air traffic controller (ATC). It 
seems like such a simple job — after all, 
us flight sim fans constantly take to the 
skies in aircraft ranging from World War 


Before playing ATC, | would have 
seriously doubted that anything could 
be as difficult to master as the Tornado 
flight and weapons system, but after a 
while spent hunched over a radarscope 
with four planes coming in together to 
land at LA International airport, | was 
forced to change my mind. 

For anyone used to the latest in 
state-of-the-art flight simulator graphics, 
ATC is going to come as a big shock. 
The game can be played in one of two 
versions — if you are a Windows user 
and have windows installed, ATC will 
run under that quite happily, or if you 
prefer to use the DOS environment, a 
DOS version is included in the package 
also. There are no real gameplay 
differences between the two versions, 
all the changes are control based and 


“FOR ANYONE USED TO THE LATEST IN STATE-OF-THE-ART 
FLIGHT SIMULATOR GRAPHICS, AIR TRAFFIC CONTROLLER IS GOING TO 
COME AS A BIG SHOCK” 


| Sopwiths to state-of-the-art F-15s and 
F-16s, regularly taking on the bad guys 
with all manner of smart weapons and 





r_ still manage to make it home in time for 


tea. Can controlling air traffic really be 
as complicated or as difficult? 





ATC- LAX- Score: 0 \-js 













































aesthetic due to the different operating 
systems. Another shock for the action 
junkies out there is the fact that there is 
only one screen. The radarscope (the 
large viewing area that approaching 
aircraft appear on) takes up the majority 
of the screen, with all the other 
simulation controls being accessed 
either by buttons around the scope, or 
by pull-down menus. 

As the nature of the game suggests, 

it is your job to take command of every 
plane that comes into your airspace, 
and direct the planes in the safest way 
possible to their destination points, 
maintaining a separation between them 
of at least three miles horizontally or 
one thousand feet vertically. To do this 
requires you to make use of the various 
commands that an ATC has at his 
disposal. In the first instance, any plane 
outside your airspace must be cleared 
by you before any other actions can 
take place. Only after you have given it 
permission to enter the part of the sky 
that you are controlling will the real job 
begin. 
Aircraft may be entering controlled 
airspace for any number of reasons. If it 
is a scheduled flight, then the plane 
may want directions to its destination 
airport. There are other times when a 
plane may only be passing through your 
airspace in order to get to another 
controlled zone, in which case all you 
have to do is make sure that it leaves at 
the same altitude as it came in at. The 
final problem involves aircraft that are 
taking off. You must give the tower 
clearance before any take-offs can 
commence, which can create problems 
if you have three aircraft coming in to 
land at an airport where four planes are 
waiting to take off from. Where do you 
put them all?! 


COLLER 





All this mayhem is controlled with 
the use of pull-down menus and 
commands issued to individual planes. 
If, for example, you were directing a 747 
into LA International, the first thing to do 
would be to vector (manoeuvre) it into a 
position whereby it could start its 
approach. Altitude, speed and direction 
are all dictated by the ATC, with the 
object being to get the aircraft to 


The DOS version of the game 
looks a little different from its 
Windows counterpart, but the 
gameplay and control method 
are identical. In fact, the 
radarscope tends to look a little 
clearer in the DOS version 
making incoming aircraft and 
potential problems easier to spot 


well written and the control method, 
especially when playing ATC under 
Windows, is excellent. The learning 


curve of the game is not steep and with : 
all the variables set to perfect, the : 
player can grasp things with amazing : 


ease. 


This simplicity belies a challenging : 
game. With less than perfect pilots, : 
thunder storms that force you to alter : 


“IF YOU ARE A FLIGHT SIM FAN, THEN | URGE YOU TAKE A BREAK FROM THAT 
IMMELMAN AND THAT SPLIT S, AND INSTEAD HAVE A GO AT 
CONTROLLING THE SKIES FROM THE GROUND” 


wherever it’s going without breaking the 
safety margin. When it’s in position and 
on its final approach, you then have to 
hand-off to the tower (or, if the plane is 
flying through your airspace, the next 
control centre), who will then take 
control and let you get on with the job of 
managing the other 14 planes that 
appeared while you were admiring your 
handiwork. 

At first glance, ATC looks to be a 
complicated game to learn, perhaps 
more so than a flight simulator, but it 
only appears that way. The manual is 





(Above) The visible purple lines are the accepted 
flight routes between fixes (radio beacons). Often 
referred to as ‘air corridors’, these can be used to 
navigate the plane through any tricky situations that 
arise, such as avoiding other aircraft or lining up for 
an approach 


flight paths drastically and instrument : 
failures all selectable under the options : 
menu, not to mention the amount of } 
planes in your sector at any one time } 
and the chance to control the skies over : 
a military airbase (including Miramar — : 


the top gun school), ATC is a game that 


offers a challenge to players of every : 
skill level. If you are a flight sim fan, : 


then | urge you take a break from that 
Immelman and that Split S, and instead 


have a go at controlling the skies from : 
the ground. It’s not as easy as you may 


think. SCORE KKKK 














AIR TRAFFIC CONTROLLER 


OPINION 





7 / | most remarkable 
: thing about Air Traffic 
i Controller is the way 


that the simulation is actually controlled. 
There are certain systems currently in 
use in the United States that make use 
of a trackball positioned beside the 
radarscope to control a small cursor on 
the screen, very much like the one 
depicted in this game. The controller 
simply clicks onto a plane and all the 
relevant flight information will appear. 
Functions can then be carried out using 
a QWERTY keyboard that has been 
especially adapted for this purpose. 

| would have liked to see some sort 
of ranging system in use. It’s all very 
well having 2x and 4x zoom, but without 
actual distances displayed it is all a bit 
meaningless. When an ATC is talking to 
an aircraft, an example of the type of 
commands issued would be; “NG176v, 
traffic at one o’clock at five miles”. With 
this program, some of the authenticity 
has been lost due to there being no 
distances used. 








Russell Walker 
and Gary Naisbett- 
Jones who both 
work at CSE 
Aviation as air 
traffic controllers 


“ALL IN ALL, ID SAY THAT THIS PROGRAM COULD BE 


A VERY USEFUL TRAINING TOOL, AS IT IS NOT TO 
DISSIMILAR TO THE TRAINERS THAT WE BOTH 
LEARNED ON WHEN STUDYING AT COLLEGE” 


H The actual display is very close to 
: what a lot of air traffic controllers are 
? using nowadays, especially over in the 
United States. The way that the planes 
: blink on and off when the radar sweeps 
: over them and updates their position is 
? avery nice touch and totally authentic. 
As far as everything else goes, that 
: too seems to be very well done. The 
information tags that are attached to the 
planes mimic those that are found on a 
real radarscope, although there is a line 
missing that gives you information about 
its destination. You can even stretch 


i and rotate the tags about the screen, 
? which is something that is found on 


? some of the more modern radarscopes. 

i All in all, 'd say that this program 
: could be a very useful training tool, as it 
is not to dissimilar to the trainers that we 
: both learned on when studying at 
: college.” a 











(Right) Like most of the control features in ATC, altering a 
plane’s speed is very easy. Simply click onto the desired 
aircraft on the radarscope, where a sub menu will pop up. {) 
Select the command that you wish to issue and alter the 
details accordingly. It’s a very easy system to use, but it 
gives a lot of flexibility to the budding controller 
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PRODUCT 
Kingmaker—j-- “= | By 


SOFTWARE HOUSE |! ' 
~USGold: 5: - : Paul 


PRICE 
£37.99" ; Mallinson 


REQUIREMENTS 


Dos 5,0 Min, 640K Ram, 286, VGA, 
POLS 8 Mb Hard Drive, Mouse 


SUPPORTS 
-——Soundbaste, Adi RolGound cards 





is a strategy board game 
that has been on sale 
since 1974 — almost a 





(Below) If your name is crossed out on the family tree, 
you’re dead. Not a happy time for the royal family at 
the moment, is it? 


good 20 years in total. Although a few 
of the PC Player staff (myself included) 
have been completely oblivious to this 
fact, the game has sold millions of 
copies. Whereas most board games 
only sell well for a couple of years 
before gradually dying away, Kingmaker 
has sold consistently well since its initial 
release. Therefore, it does not seem 
strange that someone would eventually 
pick up the licence for the board game, 
if only to appease the thousands of 
existing Kingmaker players that are 
already out there. US Gold now throws 
down the gauntlet to all prospective 
would-be kings... 

Starting the game allows the 
selection of a number of crucial options. 


KINGMAKER 


The overall objective of Kingmaker 
is to control the last royal heir in the 
game and to crown him King of 
England. In other words, you’re not 
actually trying to become King yourself, 
but to be the power behind the throne. 
To achieve this you must first capture a 
royal heir, which is done by storming a 
royal castle and taking the heir hostage. 
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“ONCE YOU HAVE CAPTURED YOUR HEIR YOU MUST 


Choosing the number of factions you 





pgp eas Wat ne SERN. PE AON will face in the game will raise or lower THEN ELIMINATE HIS OR HER RIVALS. TRUE, IT’S A 
Houne of Lancaster Mouse of ijock the difficulty levels — competing against MESSY BUSINESS, BUT AT LEAST IT KEEPS THE AXE- 
pak i one faction remains the easiest and SHARPENERS BUSY” 
King en 7Vi aad” yon quickest introduction to the game, 
wees ou x, whereas taking on five other factions at _‘If your army is greater in number than 
the same time introduces an element of | the defending forces you will (more 
ree fait ier Da panic into the game! The more factions _ often than not) take control of the place. _ 


(Below) When you begin to get the hang of the game, 
you can then spend more time issuing orders to your 
troops in advanced combat mode. Select WHICH of 
your men you are issuing orders to, decide exactly 
WHAT they are going to attack and finally, HOW they 
are going to attack. You can instruct your men to 
concentrate their attack onto one particular person 
(for example, an important nobleman) or a particular 
group of men. Here, I’m instructing my flanking 
archers to concentrate their fire on the group of 
soldiers protecting the noble at the rear. If they doa 
good enough job, it should be no problem to rush in 
and finish him off! 


order evnew 





The colour of 

the displayed Ripe 
flag indicates _—‘for the 
friend or foe 


beheading! 


you choose to drag into the war, the 
longer the game becomes, with the 
average playing time between two 
factions being approximately two hours, 
but call in the other five and you’re 
looking at a mammoth 10-hour session. 
The save game option makes life a lot 
easier during these longer campaigns. 

Further options allow you to set the 
game up exactly how you require. If you 
choose to allocate your forces before 
the computer opponent does (or ‘blind’ 
as the game refers to it), you get the 
chance to move your pieces first. This 
tends to make things rather more 
difficult for you, but on the other hand it 
does add spice to the game. Advanced 
options such as plague and weather 
cast an extra element of unpredictability 
over the proceedings — storms delay 
major battles and plagues will wipe out 
any armies unfortunate enough to be 
caught in the same location as the 
disease. 


Click here to open 
up an easy-to- 
view map of the 
whole kingdom 


of the main play area. Click 


chosen area of the map 








At the moment it’s in 
movement mode. Clicking 
elsewhere will move your 
piece to the chosen area 


The number on the bottom- 
left of the icon indicates 
how many moves you have 
remaining 

























This is the scaled-down version 


anywhere for a quick look at a 





Over-view 


Clicking on any army or castle icon will 
display exactly how big or well- 
defended it is, which comes_ in 
extremely useful before diving straight 
into battle. 

Once you have captured your heir 
you must then eliminate his or her 
rivals. True, it’s a messy business, but 
at least it keeps the axe-sharpeners 
busy. When all of your rivals are dead 
you must then head for the nearest 
cathedral town or city to enable your 
chap to be crowned by either an 
Archbishop or two Bishops. 

Achieving this all-powerful position 
may sound easy on paper, but complex 
winning strategies must be concocted 
using skill and pure cunning in order to 
successfully attain the crown. The 
game’s immediacy, thanks to the auto- 
help system, is one of its best assets 
and within no time at all you should 
have discovered a few successful ruses 
of your own. > 


New assets become 
available to you during 
the game — allocate them 
to your men with this icon 





Check out the royal family 
tree to see which royal 
heirs are dead and which 
are still alive 


Map 


If another nobleman 
pledges his allegiance to 
your crusade, bring him 
into the game from here 


Alliance 





















= Distribute These three icons allow 
Assets the player to find specific 
Be ee nn points or pieces on the 
No ships are docked here 5 ¥ aor font up 
information on a place or 


at the moment 
«Z. . Naval Port character 


Information 


ie strategy game would 





But then you knew that Save Game 


already 


be complete without a 
‘version’ window? 





Version Number 


ve 19Vd 


PC PLAYER ISSUE TWO 










£ Bao 


Both sides are after the last surviving royal, Richard 
of York. Whoever reaches him first and makes it to 
the nearest cathedral will probably win the game 


Arguing in front of the king is going to get you 
nowhere. Simply slay the king and jump in with your 
own pretender to the crown 


Before you click on the attack button, check through 
your orders and make sure everyone’s going to do 
what they’re supposed to do 


Ai = ever there was a game designed 
to introduce those of you wanting 

to try war-gaming but are unsure of 
where to start, then this is it. Many of 
you may have been put off by the 
complexity of many computer war 


“IT'S NOT THE BATTLING THAT MAKES KINGMAKER A 
WINNER FOR ME, IT’S THE PLOTTING, PLANNING AND 
THE OPPORTUNITY TO BE WONDERFULLY DEVIOUS!” 


games currently on the market, but 
Kingmaker is perfect for the beginner, 
despite choosing one of the most 
complex and bloody periods of English 
history for its theme. 

The game is very easy to get to 
grips with, has a fairly simple operating 
system and is faithful to the popular 
board game of the same name (which 
itself has introduced many a player to 
the subtle art of war-gaming). The 
flexible game system allows you to 





More soldiers rally to your 
cause throughout the duration 
of the game. If any of your 
noblemen are running short of a 
few soldiers, allocate a few 
more battalions to their ranks 


> Kingmaker is a superb introduction to 
the genre for strategy beginners. The 
auto-help facility is an extremely useful 
feature, allowing almost instant access 
to the game without first referring to a 
lengthy manual. However, the manual 
should certainly be read, especially in 
order to discover many of Kingmaker’s 
subtleties -— the auto-help facility 
shouldn’t be used just as a lazy 
alternative! 

Unlike many strategy games which 
have a tendency to become increasingly 
complex as you progress, Kingmaker 
begins simple and stays simple for the 


found to be rather fiddly, much 
preferring to use the cursors to scroll 
my way around. This is a minor niggle 
though, due more to my own laziness 
rather than a serious design fault on 
behalf of the programmers. 

Digitised speech bursts forth from 
the speakers every now and then, often 
sounding like a cross between Harry 
Secombe and Peter Duncan in his 
panto days. The speech is clear and 
plentiful (the Shakespeare-esque 
introduction is DIFFERENT at least) 
and the music atmospheric. At times | 
could almost smell the death, decay 


“IT PLAYS SPLENDIDLY, LOOKS GREAT, BUT MOST OF ALL IT OFFERS A LONG- 
TERM CHALLENGE AND REPRESENTS GOOD VALUE FOR MONEY” 


duration of the game. It sure LOOKS 
complicated upon first inspection, but 
looks can be deceiving. After your 
forces are allocated throughout the 
kingdom, strategic movement becomes 
the most important aspect of the game 
— clicking from county to county, 
chasing those elusive nobles and 
slaughtering the opposition becomes 
speedy work. 

The clear and attractive presentation 
helps no end. The character counters 
are well defined and move smoothly 
over the digitised map of England. 
Because only a small proportion of the 
map is visible at any one time, it does 
become necessary to scroll around the 
immediate area to check out the 
opposition and suchlike. Unfortunately, 
this is done by clicking on a smaller 
scale map of England with the display 
updating to the chosen area, which | 


AN EXPERT'S OPINION 


customise the way you play (and learn), 
and goes as far as providing a 
beginner-friendly auto-help option which 
provides hints and tips as you go. 

You can play with the computer 
making moves ahead of you, but once 
you've tried the game a couple of times, 
the best way to try for the crown is to 
play ‘blind’ and experience your 
opponent's unexpected strategies, 
testing your own political skills to the 
full. 

Kingmaker is similar to the classic 
board game Risk in many ways, mainly 
because you’ve got to wipe everyone 
out to win! However, it’s not the battling 
that makes Kingmaker a winner for me, 
its the plotting, planning and the 
opportunity to be wonderfully devious! It 
may even make you want to try ‘live’ 
war-gaming over the table with a couple 
of mates and a bunch of lead figures! 
This leads me on to the one criticism 


and hessian sack clothing of that 
particular period! 

Kingmaker is a satisfyingly violent 
game too. Now | don’t mean satisfying 
in any sadistic kind of way, because the 
violence in Kingmaker is all implied not 
explicit, however it sure feels good to 
execute the opposition after a 
particularly drawn-out and bloody battle 
— who needs ransoms? Anti-royalists 
will love the heir-bashing nature of the 
gameplay and any strategist worth 
his/her salt should be given a run for 
their money by the computer 
opponents. 

Kingmaker is an important strategy 
release for the PC. It plays splendidly, 
looks great, but most of all it offers a 
long-term challenge and represents 
good value for money. Kingmaker is a 
perfect ambassador for the whole 


strategy genre. SCORE KK&K* 


that it’s really possible to make — the 
fact that you can’t take on a human 
opponent. Kingmaker would make a 
great multi-player game, but for now, 
the computer seems smart enough to 
create more than enough mayhem for 
me to cope with. 

A run-down of the events and 
personalities involved in the Wars of the 
Roses also comes as part of the 
package, so you can bone up ona bit of 
history too. Overall, an absorbing and 
entertaining intro to the genre.” | 


Tim Metcalfe has 
been a journalist for 
many years, 
previously having 
been the editor of 
C&VG and the role- 
playing magazine, 
Gamesmaster 








The turn of a card can swing 
the game either way. You 
could be on the verge of a 
crucial victory when all of a 
sudden you are summoned 
away from the area! Your hired 
soldiers could down weapons 
and walk off if they feel like it 
— it’s these unpredictable 
elements of the game that 
make Kingmaker so riveting 


\ 


(Below) Courtenay is defeated in battle and quickly apprehended. If the prisoner is 
an important member of the opposition then a generous ransom may be in order, 


otherwise it’s “Off with his head!” 


To demand an item sor Ransom select one or 


more og the @: 
click on “Deman 
you know ig they agree. 


Graham Lilley (Heroes of the 
Lance, Shadow Sorcerer) has 
spent most of the past 18 months 
locked in a small room with his 
right-hand graphics maestro, 
Kevin Bulmer (Corporation and 
Legends of Valour), and his game 
development posse, Bob Malin, 
Steve Fitton and Paul Cockburn. 
However, we successfully 
managed to drag Graham away 
from his War of the Roses 
textbooks to ask him a few 
questions: 


Q What is it that makes the 
Kingmaker board game so 
special? 


You can never predict what’s 
going to happen each time you 
play it. Even though you might 
appear to have been given a bad 
deal, by the time you’ve assessed 
your strengths and weaknesses 
you just have to play them for 
what they are, so it’s good in that 
sense. 


Qa So you are a fan of the board 
game? 


Yeah, | am. | had played the 
board game of Kingmaker a long 
time before the licence came 
along. 


t to the right. and} & 
The enemy will let 7 





THE MAKING | 


Qa Was there much historical 
research involved or was it pretty 
much all sorted out for you by the 
board game manufacturers? 


The board game contained 
most of the research material, but 
| did do some research into 
finding out what things looked 
like at the time. I’ve got books on 
the War of the Roses now, which | 
didn’t have before working on this 
project, so | did follow it up with 
my own research. 


Qa What benefits does the 
computer version of Kingmaker 
have over the board game? 


The advantages are more in 
terms of performance. The 
computer will respond a lot 
quicker than the average human 
player sitting around the table. 
Also, you may have a problem 
finding a large number of people 
that have actually played and 
know the board game — the 
computer is there to fill those 
gaps. 

Qa Can you tell me anything about 
Kingmaker’s much-publicised 
artificial intelligence routines? 


We put these powerful Al 

















(Below) If you’re caught out at sea and a storm brews up, your ship will be forced to 
take refuge at the nearest available port. Storms can sometimes sink your ships, so 
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GMAKER 


routines into the program and 
tested them to death, As our 
games testing people played it, 
they pointed out any 
discrepancies or things they 
didn’t like, and we modified them 
to handle any particular situation 
that may have arisen during play. 


Qa Did you ever consider a link-up 
version of Kingmaker, so that 
human players could play against 
each other? 


That’s something we’re looking 
into more or less as we speak. It 
was left out of the original game 
design, but by the time we thought 
it could become a viable option it 
was too late, because we had 
committed to a launch date. A 
link-up version could possibly 
appear in a subsequent release if 
it was found that there was 
sufficient demand for it - if 
enough people ask US Gold for it, 
it will probably happen. 


Qa Did you encounter any 
development problems along the 
way? 


One of the main problems was 
that we were critically short of 
memory and there were a few 
features on the development list 


bear this in mind if you’re transporting a large number of men on one ship 


that had to be left out. We would 
have liked to include a feature 
where characters could defect or 
change sides during a campaign, 
or another where you could 
plunder and take over enemy 
ships, but unfortunately these had 
to be left out to make way for the 
more important game features. 
Graham Lilley - 
Kingmaker 
programmer 





QaAre there any hidden elements 
of Kingmaker that you would like 
to impress upon PC Player 
readers? 


There are a few features that 
are masked from the player. For 
example, each player has a 
number of specific character 
attributes (such as aggression, 
etc) which were included to 
incorporate some unpredictability 
into the game. How to treat the 
opposition will depend on how 
they treat you — they do keep 
record if you’ve been nasty to 
them and will attempt to get their 
own back later in the game, or 
probably decide not to cooperate 
in ransoms. A lot of these features 
are masked because there are so | 
many numbers being flung around 
inside the program, that we didn’t 
want to shock a novice by 
bombarding them with all these 
stats and variables. 
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SOUNDBLASTER V. : 
FUN PACK 
Soundblaster V.2 card 
Speakers 

Joystick 

Indy 500 & Lemmings games 





SOUNDBLASTER PRO — 


MUSIC PACK 
Soundblaster Pro card 
Speakers & microphone 
Midi adaptor cable 
Midisoft recording studio 


ORCHID FUN PACK § 
Orchid sound producer card 
Speakers 

Joystick 


ROLAND DESKTOP 
MUSIC SYSTEM £& 
SC-7 GM Sound module 
Turbo Trax & Band-in-a-box 
Speakers 














GRAVIS PACK 
Gravis 3D Ultrasound card 
Gravis Analogue Pro joystick 
Chuck Yeager Flight Sim 
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GRAVIS 
ULTRASOUND 3D 
CD quality sound card 
32 digital audio voices 
16 stereo digital voices 
256K upgradable on-board memory 
DOS and Windows utility software 


GALAXY NXIl £78 
Soundblaster Pro, Adlib, Disney 
and Covox compatibility 

CD-ROM interface 

Midi / game port 

Free speakers 

DOS and Windows utility software 





GALAXY NXPRO 

EXTRA £97 
Fully featured stereo card 
Soundblaster Pro, Adlib, Disney 
and Covox compatibility 

Universal CD-ROM interface 

Midi / game port 

Free speakers 

DOS and Windows utility software 


GALAXY NXPRO16 £ 
Fully featured stereo card 
Soundblaster Pro, Adlib, Disney 
and Covox compatibility 

Universal CD-ROM interface 

Midi / game port 

Free speakers and microphone 
DOS and Windows utility software 


ORCHID 
SOUNDPRODUCER £49 
Soundblaster V.2 & adlib compatible 
Midi/game port 

Free speakers 


ORCHID 
SOUNDPRODUCER 
PRO £ 
Fully featured stereo card 
Soundblaster Pro, Adlib, Disney 
and Covox compatibility 

At-bus / SCSI CD-ROM interface 
Midi/game port 

Free speakers and microphone 
Free Orchid Voice Note software 








PORTABLE SOUND 
PLUS SYSTEM £1 
Fully featured Portable Audio Unit 
Soundblaster & Adlib compatible 
Utilizes Parallel Port 

Pass thru connector 

16 bit Stereo 

DOS and Windows utility software 





ORCHID SOUNDWAVE 32 
SERIES CARD 
Fully featured 16 bit stereo card 
Soundblaster Pro, Adlib, Pro Audio 
Spectrum, MPU-401 compatibility 
Multi CD-ROM interface * 
Midi / game port Sink 
Free Speakers 

DOS and Windows utility software 





TOSHIBA 3401B/S 

200ms Access time 

330KB per second transfer rate 
XA standard 

Single & multisession 

Complete with SCSI interface card 
and cables 

FREE PHOTO CD SOFTWARE 


Internal 
External 








TOSHIBA 4101B/S 

350ms Access time 

300KB per second transfer rate 
XA standard 

Single & multisession 

Complete with SCSI interface card 
and cables 

FREE PHOTO CD SOFTWARE 


Internal 
External 





MITSUMI FX-001D £176 
320ms Access time 
300KB per second transfer rate 


Complete with interface ud 
card and cables ral 
Multisession & Dual- + 
Speed 

Photo CD software £18 


PANASONIC 562/563 otk 
320ms Access time 
ok 


300KB transfer rate 
Multisession and Dual-Speed 

Direct connection to Soundblasters 
Includes software drivers & cables 
Internal 


External 
Interface Kit 


TEAC CD-50 


265ms Access time 
335KB transfer rate 
Dual Speed and SCSI 


FUTURE DOMAIN 
SCSI CD KIT 





£47 


XA Compliant 


PHILIPS 462 

375ms Access time 

150KB per second transfer rate 
Interface card and cables 
Multisession 


PIONEER DRM604X£975 
Six Disk Auto-Change Magazine 
Quad speed 

600KB per second transfer rate 





ROMBO VIDI PC 
CAPTURE CARD 

4096 colours at 1024 X 768 
Capture time of less than one 
second 

Pal, NTSC, composite, s-video or 
RGB 

Free Photofinish software 


12 BIT Version 
24 BIT Version 





ROMBO MEDIA PRO 
PLUS MOTION & SOUND 
CAPTURE CARD 

Real time digitising 

Pal, NTSC or s-video 

2 Stereo Speakers 

Headphones 

Free Photofinish software 





Standard Version 





High Res Version £242 


Guide to Multimedia 

Master CD for Multimedia 
Multimedia Erector Set £36 
Multimedia Mania £42 
Soundblaster Secrets 


Books Include CD-Rom or Diskette 















CS-150 with Power Boost 
CS-180 with Monitor Brackets 2 
CS-550 with 4w Power Boos! 
SS-700 with 3 band equalizer 
CS-900 with 7 w Power Boost 
CS-1000 Under Monitor Unit £62 


Pine Amplified with Bass 
Screenbeat : 
Westpoint Pro £2y 
Zy-Fi po 
Zy-Fi Pro 








THE 
*MAGIC MEDIA: 
PROMISE 


WE WILL 


BEAT ANY 
ADVERTISED 
PRICE! 


SUBJECT TO STOCK 





~ Altec Pro 








PC-TV-VIDEO 
OUTPUT MODULE 
PC Output to video or television 
Composite Pal, Scart 





VGA Splitter Box £57 
Connection of up to 3 VGA Monitors 
Colour or Mono 

D-15 Connector Lead 


MULTIGEN GENLOE 
ADAPTOR 
Genlock overlay facility 
RGB, S-Video and Composite output 
S-Video and Composite input 
640x480 Resolution 

256,000 colours 

Flicker reduction filter 

PAL & NTSC compatible 


INTEL PC VIDEO 
CAPTURE CARD 
Composite & S-VHS input 
One-step capture & compression 
Super compression 

On-board |-750 processor 
Records 15 frames per second 
Free Video for Windows, Compel, 














MediaBlitz and Gatekeeper CD-Rom 


SBlaster V2 Speaker Adaptor £14 
Disk caddy 

a.c. adaptor 

Photo CD software 

CD Case 

Orchid SCSI upgrade 
Soundblaster developers kit 
Videoblaster developers kit 
Midi adaptor kit 

Video Titler System 

Video Director 

Analogue 'Y' cable 
Microphone 

Headphones 





Earphones 
20m Headphone Extender 





Gravis Analogue Pro 
Gravis Gamepad 
Gravis Clear 
Westpoint Mach 2 
Westpoint Flightstick 
Quickshot IBM 
Winner 2000 Yoke 
Konix Speedking 





Suncom Edge 
XT/AT Game Card 
Logitech Serial 
Logitech PS/2 
Magic Media Serial 
Logitech Cordless 





BLASTER’ 


All in one sound card 
Speech/music/voice/midi 
Game port 


Lemmings & Indy 500 games 


Free Speakers 








& ASP 
Fully featured 16bit stereo 
Speech/music/voice/midi 
CD-Rom Interface 

HSC Interactive 

PC Animate & Voice Assist 
Free Microphone 
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BLASTER 


Software selectable source 
NTSC & PAL 







2 million colours @ 640 x 480 
Live & still zooming & scaling 


Audio mixing 
D-15 connector lead 
Free MS Video for Windows 
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General MIDI module 
MT32 Emulation 

200 preset instruments 

20 Polyphony 

16 Channels 

Free Cakewalk Apprentice 
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CD-ROM KIT 


Panasonic 563 drive 
Twinspeed & Multisession 
Interface Card 

Free Aldus Photostyler 
Internal £249.00 


External 
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=) Ne ol 
Pro 
Fully featured stereo card 
Speech/music/voice/midi 

CD-Rom Interface j 
Lemmings & Indy 500 games | 

HSC Interactive 

MPC Encyclopedia on CD 
Free Speakers 
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BLASTER 


Add on board for SBP16 
Wave-Sampled synthesis 
196 preset sounds 

MT32 emulation 



















VideoSpigot 


Sound and Motion capture 
NTSC, PAL and SECAM 
Real time YUV 4:2:2 
capture/compression 

Free MS Video for Windows 
Cinepak CODEC 







CREATIVE 


T VCoder 


VGA to Video encoder 
NTSC & PAL 

Flicker filter for stability 
Control Panel 
Supports VGA/SVGA 
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Soundblaster Pro 16 card 
Panasonic 563 Drive 
Twinspeed & Multispin 
Speakers & Microphone 
Bundled CD Software 





IMMERE'S 
VISE? 


































The forest stages are by 
far the nicest to look at, 
with at least an 
acceptable amount of 
trackside detail. It’s just 
a pity that no one 

= thought to put some kind 
; of graphical touch on the 
eee Horizon to make the 
a game complete 


AFTER FLYING AND FIGHTING IN AN F-16 ORA 


TORNADO, WHERE DOES THE NEXT DOSE OF ADRENALINE 


COME FROM? THE ANSWER COULD LIE IN HIGH 


PERFORMANCE SPORTS CAR RALLYING. 


RALLY 


PRODUC 


Rally | 


HOUSE 


fo} a W ARE 
Europress Software | 


£34.99 


EMENTIS 
NI | 


Dos 5.0 Min, 640k Ram, 16Mhz 386, VGA 


| SUPPORTS 


Mouse, Joystick, 
Soundblaster, AdLib, Roland Sound Cards 





There will be times 
during the race 
when you either 
come off the track 
or take a corner 
too fast and flip 
over. The most 
common problem 
during time trials 
are cracks 
appearing in the 
windshield. 
Although not 
serious straight 
away, if they are 
left for too long 
the windscreen 
will give, and the 
race will be over 





| RAC Rally has, over the years, 

| provided fans of rally car racing 

| with some spectacular action. 
Drivers have to undertake the 344 mile 
journey in all weather, across a 
multitude of different race environments. 
The race is actually a round for the FIA 
World Rally Championships for both 
manufacturers and drivers, and as such 
carries a lot of prestige, not to mention 
prize money 

Rally attempts to simulate what it 





must be like to compete in_ this 
prestigious event — hurtling round a 
forest track at over 100mph, with only 
four lumps of rubber and a roll cage 
separating you from forming a close and 
personal relationship with the local 
deciduous tree population. 

The first thing to do before entering 
the rally proper is to get the feel of the 
car. This can be accomplished with the 
use of the practice option which, as the 
name suggests, allows you to try your 
hand at driving without actually having 


| your results recorded in the official rally 


times. 

As the RAC rally takes place at all 
hours, over a wide variety of different 
stages and in all weather, just 


decided, thus allowing you to gauge the 
best machine for the job (see ‘I Wanted 
it in Red’ panel). 

The final thing to be decided before 
the green flag drops is what type of 
tyres are going to be used for the race. 
You'll receive data on the length of the 
impending course, what type of weather 
you'll encounter and what road surface 
will be raced upon. Don’t ignore this — if 
it?s raining and the surface is very 
muddy, choose the correct tyres or say 
hello to the tree at the first right-hander. 

When you’re happy with what 
you’ve achieved, it’s a case of getting 
your timecard stamped and entering the 
race. An unusual feature here is the 
option to have up to six human players 


“DRIVERS HAVE TO UNDERTAKE THE 344 MILE JOURNEY IN ALL WEATHER, 
ACROSS A MULTITUDE OF DIFFERENT RACE ENVIRONMENTS” 


practising in perfect sunlight on a 
racetrack would not be very helpful. 
Therefore you can drive in conditions 
that will crop up in the actual race, such 
as darkness, snow and rain. The type of 
car to be practised in can also be 
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all competing in the event, something 
that is guaranteed to increase the 
competitive angle of the game no end. 

OK, so the flag drops and away you 
go. Like Micropose’s Formula One, 
there are numerous help functions that 
take some of the pressure off the driver 
and make the game easier to play. Auto 
gear shifting, indestructibility and auto- 
braking all make things a hell of a lot 
more simple, but tend to detract from 
the feeling of total control. If the 
time hasn’t been put in on the practice 
track, then the help features aren’t 
going to make that much difference 
anyway. 

The actual race is viewed from the 
cockpit of the car, with all the necessary 
dials and gauges displayed on the 
dash. In actual fact, there isn’t a great 
deal of information to look at — apart 
from the moving map_ display, 
everything else is hidden, with a crude 
sort of HUD showing the speedometer 
and rev counter available should you 
need it. 

With all the auto controls on, it’s 
simply a matter of keeping the throttle 
open all the way around the course, 








while negotiating the left and right turns. 
Veering off the course results in the car 
slowing down, but strangely, not being 
crushed to a pulp. I’d have thought that 
hitting a static object at over 100mph 
would result in a little more than just a 
dented bumper and a slight headache, 
but hey, what do | know! 

As the stages that are to be raced 
are all time trials, the only thing that 
needs to be beaten is the clock. This is 
the first major problem with the game 


“IT’S ACTUALLY QUITE EXCITING TO HURTLE DOWN A LONG STRAIGHT AND 
HAVE YOUR PARTNER SUDDENLY TELL YOU THAT A “LEFT 7” IS THE NEXT 
THING THAT YOU HAVE TO WATCH OUT FOR” 


because racing sims are only exciting 
when you have something tangible to 
race against. Look at Formula One or 
even Indianapolis 500, the thing that 
makes the racing so much fun in these 
games is the fact that you can see an 
opponent up ahead, and the only thing 
that you’re concentrating on is getting 
past them whatever the cost. There is 
none of this in Rally. 

The graphics are also something 
that let the game down. Although the in- 
car graphics are passable (after all, 
there is only a steering wheel, some 
hands and a moving map to display), 
the outside representations are far too 





The RAC Rally is just a small part of a worldwide event 
that goes together to make up the FIA Drivers’ 
Championship, combining stages in Australia, Europe 
and South America 


8 After each leg of the race, this screen pops up to inform 
you of any repairs that need to be made to the car. 
Everything is colour coded — any problem highlighted in 
green is minor, yellow means a repair is needed very soon 
and red indicates that the damaged part will need 
replacing immediately 


Win RED 


su U 3A Engine: 2000cc, 4 
‘ cam, turbo 16 











valve 
Gearbox: 6 speed 
manual 
Team: 555 Subaru 
World Rally Team 
jerky in the way that they are animated 
to give a smooth feeling of high speed 
driving. Trees, spectators and other 
outside objects have all been bit- 
mapped when it would have looked a lot 
better, and moved a lot smoother, 
to have them portrayed in simple Engine: 1988cc, 4 
polygons. cylinder, turbo 16 
valve DOHC 


The one thing about Rally which : 
should be applauded is the co-driver : 
option. In a race, it is as important to 
know what lies ahead of you as it is to 


Gearbox: 6 speed 
manual 

Team: Toyota 
Castrol Team 


drive well, and the co-driver supplies 
this information either in text form or, if 


you have a sound card, in speech. It’s } Engine: 2000cc, 4 





actually quite exciting to hurtle down a 


long straight and have your partner i 


suddenly tell you that a “left 7” is the 
next thing that you have to watch out 
for. 

Overall, Rally is not a bad game in 
its own right. The graphics are a little 
rough, but it is playable. The problem is 
that there is not enough variety to the 
game, and when it is placed up against 


the likes of Formula One and Indycar, it — 


falls by the wayside rather badly. 
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AT 
The stai 
free-floating fingers counting you down from three to 
one. You actually get the race counted down verbally 
as well, although the official sounds ‘bunged-up’ 








cylinder, turbo 16 
valve 

Gearbox: 7 speed 
manual 

Team: Ford 
Motorsport 


Engine: 2000cc, 4 
cylinder, turbo 16 
valve 

Gearbox: 6 speed 
manual 

Team: Lancia 
Martini Racing 


Engine: 2000cc, 4 
cylinder, 16 valve 
Gearbox: 6 speed 
manual 
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YOUR WORST NIGHTMARE IS 





UNLEASHED ONTO THE DARK 


STREETS OF OLD LONDON 


TOWN... 
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Dracula Unleashed 


Yo\tall ya ' Te +4 
ite) VARE HOUSE 


Viacom/Mindscape 
PRI cl q 
£49.99 
i 
KEY REMENTS 
Dos 5.0 Min, 4Mb Ram, 20Mhz 386sx, SVGA or VGA, 
Mouse, CD-ROM Drive (150k ps transfer rate) 


PPORTS 
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~ Soundblaster, AdLib Gold, Microsoft Sound System, 
Pro Audio Spectrum Sound Cards 








If you come across | 
a new address, it 
will instantly be 
added to your 
journal. You will 
now be able to 
travel to this place 
by carriage 


| movies have, to date, 
1 disappointed players due 
| 1 to their lack of gameplay, 
depth and level of interactivity. Does the 
fact that a game is based around CD 
technology and has huge chunks of Full 
Motion Video (FMV) mean that it is 
qualified to be called a fully interactive 
movie? 

Dracula Unleashed allows you to 
take the role of Alexander Morris, a 












Most 
represented by a piece of FMV inside a 
window on the screen, with VCR-like 
controls at the base of the display 
enabling the player to review the video 


progress. conversation is 


sections at their leisure. These 
conversations may throw up vital clues 
to help you on your way — a useful item, 
a local address or a piece of information 
leading onto something bigger. These 
little nuggets of info can all be stored in 


“THE QUALITY OF SPEECH, MUSIC AND VIDEO IS ASTOUNDING. 
IN SUPER VGA, THE INTRICATELY DRAWN BACKGROUNDS REALLY SET UP A 
CREEPY VICTORIAN ATMOSPHERE” 


young gentleman arriving in London to 
investigate the sudden death of his 
brother. As Alexander, you only have a 
limited amount of time to identify the 
cause behind your brother Quincey’s 
death, and to determine the nature of 
the strange events that are taking place. 
It shouldn’t take a great deal of 
investigative deduction to discover that 
blood-sucking vampires are the root of 
your problems, just try reading the title 
on the box for starters! 
Time is the 


most valuable 


commodity in this game. You must 
travel (by carriage) through the streets 
of London gathering information as you 


your journal (accessed from the main 
set of icons at the bottom of the screen) 
and examined at a later date. 
Newspaper cuttings, conversations and 
even your own thoughts can be 
included for storage, with an option to 
review them either as text or as 
digitised speech. 

As you gather information, you 
should be able to solve a few puzzles 
by arriving at the right location with the 
right item at the right time. If that 
sounds confusing, it was meant to! The 
concept of a ‘puzzle’ in Dracula is used 
as loosely as possible. For example, 
you go to visit the Van Helsing family 





December 31. 1399 


28 Ol oa 
$ \ The adventure starts on December 31st, 1899. Poor 
| 4 Quincey Morris never lived long enough to see the 


turn of the century 
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It seems that Purfleet Asylum is having a few 
problems keeping its loony inmates under any sort of 
control 





Inside the Saucy Jack Club you can catch up on the 
latest gossip. It’s amazing some of the things you can 
pick up there 





There are 18 The professor will Time is of the 


Keep track of all If you need to save 


slots available | |describe and explain essence,sokeepone gathered information the game or toggle 






for 18 items. 


Use them well not too sure about 


any icons that you’re =‘ eye on your pocket by storing it in your a few options, 
watch at all times journal 


then click here 










Click here 





Carriage is the modern 





way of travel. Its speed to bring 
makes light work of the up amap 
busy London streets of London 


and learn that the lady of the house has 
a penchant for red roses. You get the 
red rose (I forget from where...) and 
return to the Van Helsing house — 
problem solved. Mrs Van Helsing reacts 
differently when you turn up with the 
rose and you are treated to a new piece 
of FMV, complete with new clues. 
Whilst the quality of the FMV is 
exemplary and cannot be faulted, the 
content certainly CAN be criticised on 
many points. Firstly (and most 
embarrassingly), the English accents 
perpetrated by these so-called video 








Alexander, like 
most human heings, 
needs to rest every 
night in his bed 


On the streets is where 
the action is, so stop 
looking at these icons 
and get out there! 


designed (resembling stained glass 
windows). Best of all is the introduction 
music — an orchestral arrangement of 
‘Carmina Burana’ (for the musically 
uninitiated of you out there, it’s the 
classical piece used on the Old Spice 
adverts) over the opening titles. The 
effect really is stunning and draws you 
into the game as a film would. 
Unfortunately, the interactive element 
of Dracula is lacking. | didn’t find 
wandering around the same streets in 
London again and again particularly 
enthralling, but if you’re a bit of a ‘street’ 


“UNLIKE THE VAMPIRES SO SCARCELY SEEN IN THIS CD-ROM PRODUCT, 
I WOULD VERY MUCH PREFER A LITTLE MORE TO SINK MY TEETH INTO” 


actors are nothing short of diabolical. 
This would not be too bad, if only the 
acting, sets, lighting and camera work 
compensated for this deficiency, but 
they don’t. The video segments of 
Dracula Unleashed appear to be the 
computer equivalent of a Glen A Larson 
(he of Knight Rider and Hart to Hart 
fame) TV programme - ie dull, boring, 
lowest common denominator. 

The quality of speech, music and 
video is astounding. In Super VGA, the 
intricately drawn backgrounds really set 
up a creepy Victorian atmosphere and 
the icons are also all extremely well 





Annelise, Alexander’s girlfriend, is 





London mouth 


You call to Annelise and she turns to 
wandering through the misty streets of face you, blood pouring from her gaping 


buff then this could be right down your 
alley. Me? Unlike the vampires so 
scarcely seen in this CD-ROM product, | 
would very much prefer a little more to 


a 


sink my teeth into. SCORE * x 





wake with a jolt 


Suddenly she metamorphasises into a 
wolf (it’s all done with mirrors) and you 





Unfortunately, Dracula 
Unleashed is far from 
interactive - gameplay 
merely allows the 
player to move from 
location to location so 
that they can watch 
one FMV sequence 
after another 





It’s handy that you kept the journal 
where you write your thoughts, down by 
the side of your bed 


Moving about London is achieved by hailing a carriage. You are then greeted 
by an overzealous cabbie with a dodgy cockney accent 








Full Motion Video 
(FMV) sequences 
detail your every 
move. Here we 
see one of 
Alexander’s 
disturbing dreams 


acted out 














to annoy the local 
authorities you 
could do far worse 
than lobbing a few 
missiles into the 
nearest spaceport. 
If anything will get 
the authorities 
after you, this will 


If you really want 
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THE MOST EAGERLY AWAITED | 
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All of the stations 


are detailed right 
down to ID 
markings, landing 
lights and 
beacons. From a 
distance they can 
he seen to be 
rotating while up 
close you'll often 
match the rotation 
thanks to the 
wonders of 
modern autopilots 





FINALLY ARRIVES, BUT HAS 


IT BEEN WORTH THE FIVE 
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| Dos 5.0 Min, 2Mb Ram, 386, VGA 


SUPPORTS 


Soundblaster, Adlib, Roland Sound Cards, 
Joystick 


| 
| 





| original Elite is one of the few 
™ games that really shook the 
l computer games industry — its 3D 
polygons with advanced hidden-line- 
removal techniques showed what could 
really be done with a 32K BBC Micro 
Model B. Since the game’s conversion 
to various other formats (including the 
PC) it has now sold in excess of 
750,000 copies. A sequel was 
inevitable, and news of its development 
has been knocking around for 
absolutely ages — even screen shots 
did the rounds about a year ago. But 
five years in development? Is any game 
really worthy of this sort of attention? 
There are going to be an awful lot of 
people out there who would probably 
buy the game purely based on the 
pedigree. If it wasn’t for the original 
however, would people still love it? The 
answer to this is almost certainly...yes. 
The ethos behind the game is that it 
is both open-ended and infinite. There 
are no set missions and no ultimate 
goal. The game simply presents a 
multitude of opportunities that vary from 
the mundane to the exciting. As with the 
original game, much of the gameplay 


Constrictor 


can centre on simple trading or combat- 
related objectives. However, there are 
far more opportunities here to ensure 
that your life as a starship pilot is as 
fruitful as possible. 

The game begins in the year 3200 
and your grandfather, Commander 
Peter Jameson, has been killed in the 
outer regions of the Reidquat system. In 
his will he has left you and all his other 


a big picture — this is something which 
games like Origin’s Privateer (reviewed 
issue one) failed to do. 

You are not alone in this huge 
universe — there are numerous other 
private traders and organisations, all of 
which have their own allegiances and 
goals in life. Governing the universe as 
we know it are two warring factions — 
the Federation (the good guys) and the 


“THERE ARE GOING TO BE AN AWFUL LOT OF PEOPLE OUT THERE WHO WOULD 

PROBABLY BUY THE GAME PURELY BASED ON THE PEDIGREE. IF IT WASN'T FOR 

THE ORIGINAL HOWEVER, WOULD PEOPLE STILL LOVE IT? THE ANSWER TO THIS 
IS ALMOST CERTAINLY... YES” 


grandchildren an Eagle long-range 
fighter craft and 100 credits. His last 
wishes were for you to enjoy life 
roaming the stars, fulfilling your dreams. 
From here on, it’s all up to you. 

Beginning the game at any one of 
three different locations, your task is 
simply to find ways of sustaining 
whatever way of life you choose to 
adopt. Popping into the local spaceport 
is always the best place to start. Here 
you can visit the stockmarket where you 
can begin your life as a trader by taking 
advantage of a world’s import and 
export details to ensure you buy into the 
right thing. 

Alternatively, view the all-important 
bulletin boards for job offers and 
opportunities. These jobs are all one- 
offs, ranging from simple package 
delivery for either civilian or military 
customers, to taxiing groups of people 
from system to system, and even 
assassination or smuggling jobs. Every 
job has a negotiable rate and if you’re 
well enough equipped to deal with some 
of them, they offer a very lucrative life. 

Although the original game offered a 
very open structure, it soon becomes 
apparent while playing Frontier that this 
is set on a completely different scale. 
GameTek is boasting that the game 
contains around 100 million planets and 
moons and while no one could ever 
hope to visit everything, you do get the 
feeling that you are a very small part of 


eax 
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Some impressive views are available as you hop 
around the solar systems. Here, the Eagle fighter is 
heading towards Earth — note the weather systems 
and continents 





Empire (the bad guys). As you travel 
from system to system you'll soon gain 
a reputation with either government, 
and depending on how you behave, you 
will be treated differently by the 
opposing authorities. It’s actually this 
element which helps to add to the fun of 
Elite Il. To start with, you stand very 
little risk of annoying anyone at all, but 
later on things can get very sensitive. > 
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Arriving at a spaceport, one of the first things you 
should do is check out the bulletin board. Look here 
for jobs shipping packages, ferrying people around or 
even smuggling and assassination 
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The highest detail 
level seems to 
require an awful 
lot of processor 
power to shift 
around, even ona 
486 it’s a bit 
sluggish. If you 
want to speed 
things up (or play 
on a slower 
machine) you can 
crank the detail 
level right down. 
Unfortunately the 
graphics look 
nowhere near as 
good; they’re fast, 
but lack pizazz 
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All of the space stations are pretty impressive to look at, but none more so 
than the Abraham Lincoln in orbit around Earth — it really is quite astounding 
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The stockmarket is vital for making money. 
find each system’s major imports and exports and 
then take advantage of this to make yourself a 
fortune 
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Getting yourself a bad 
reputation is strangely Hee 
satisfying. Piracy and giana, 
murder are good Elite Rating: Harmless 
places to start, but eae ee 
there are so many 


other things to try like) 


PROPILE-FOR COMMANDER BATILE: 


LEGAL STHIUS: 
Feveral: Fugitive 
Tnipertal’: Punitive. 
Tnterpol: Clean 


Huff 15.0% 


Beginning at any planet (in this case Earth) you can view a full 3D 
model of it — with all spaceports visible, before zooming back to a 
full solar system level. This sequence of grabs displays the sort of 
level of detail evident throughout the game. Beginning at a 
planetary level you can pull back through space station orbits, 
moon orbits and eventually out to the point where you can see all 
of the bodies orbiting the central star. Views like this can be pulled 
out from any planet in the game...and there allegedly 100 million of 
them! 


- M.Gorbachey 





The variety of ships 
offered throughout the 
game is superb. 
Everything from the 
original Cobra to new 
and exciting-looking 
ships are available at 
different ports 


> Good as the Eagle fighter is with its 
low-powered hyperdrive and a decent 
autopilot/docking computer, it does 
suffer from a number of limitations if 
you're really going to make it in the 
universe. As a trading vessel it doesn’t 
have enough cargo space, as a taxi it 
doesn’t have any cabin space, and as a 
fighter (for military, mercenary or 
pirating activities), although agile, it 
doesn’t offer the weapons pylons to arm 
yourself to the teeth. 


advanced Cobra Mkill — to small 
shuttles, massive interplanetary cargo 
ships and cruisers. Many of the vehicles 
are hellishly expensive, but with about 
four or five hours play time in, proficient 
players will soon find themselves with 
enough money to be able to make a 
reasonable choice. 

It's at this point that some sort of 
career can be developed — out and out 
traders (wimps) can start dealing in 
large quantities of goods, while the 


“JUST ABOUT ANYTHING’S POSSIBLE IF YOU HAVE A REALLY EVIL STREAK - 
YOU CAN KNOCK OUT SPACE STATIONS, LEVEL CITIES, ANNIHILATE CIVILIANS 
AND EVEN TAKE ON THE MILITIA” 


At some point you’re going to be ina 
position where you can choose your 
path in life. With some serious money in 
the bank it’s possible to visit a local ship 
dealer at the spaceport and start either 
to customise an existing vehicle or buy 
a totally new one. All spaceports have a 
ship trader, but they will often only carry 
a stock of around 10 to 15 new or 
reconditioned ships. Some will have a 
vast range, while others will only have a 
limited selection. 

The ships available range from high- 
powered fighters — the good ol’ Cobra 
from the original Elite is available at 
many ports, as well as the more 


THE FINAL FRONTIER 
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more exciting players can take to a life 
of crime. Besides the basic combat 
system rating which depends on 
performance, both of the galactic 
governments keep a criminal record on 
you. Shipping dodgy stuff, or plundering 
helpless traders will soon gain you a 
reputation as a bit of a bad boy. 

Just about anything’s possible if you 
have a really evil streak — you can 
knock out space stations, level cities, 
annihilate civilians and even take on the 
militia. If all this is a bit risky though, 
setting yourself up as a hired gun is a 
highly respected and_ well-paid 
occupation. 





does suffer 
graphically. 
As mentioned earlier, the game 
really is quite vast and each system has 
a full compliment of planets, moons and 
space stations all rendered fully in 3D. 
Each planet is unique in appearance — 
Earth has its continents, other planets 
have craters and mountains, and all can 
be visited if they have a spaceport. 
Earth alone has a number of ground- 
based locations including New York, 


from a few problems 








TEXTURE- MAPPED POLYGONS 


In these days of video-quality visuals 
and Gouraud shading the graphics 
employed in any game are bound to 
come under serious scrutiny. Frontier is 
certainly impressive to look at, but it 


stations and I’m sure you’ll agree. The 
only problem we found with this 
enormous amount of detail is that the 
game can end up being a bit too slow. 
All of the graphics in Frontier are 
generated ‘on the fly’ in true flight 
simulator style, and while this saves 
both floppy and hard drive space (the 
game comes on just one floppy) it does 
have a downside. 

To make things a little bit more 
unbalanced, some of the space combat 
is far too fast. As you’re hurtling through 
space chasing after just one renegade 
fighter the PC is processing the code so 
quickly that it’s difficult to keep up with. 
This isn’t really bad, but it’s something 


“THE GAME REALLY IS QUITE VAST AND EACH SYSTEM HAS A FULL 
COMPLIMENT OF PLANETS, MOONS AND SPACE STATIONS 
ALL RENDERED FULLY IN 3D” 


Tokyo, London, New San Francisco and 
Sydney as well as three orbiting space 
stations. 

All stations and cities throughout the 
cosmos are filled with texture-mapped 
polygons which although a bit blocky in 
places are absolutely stunning — just 
take a look at the factory on the moon, 
or some of the variety in the space 
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that takes a little getting used to. 

The ships themselves are. all 
absolutely gorgeous. The relatively 
simple polygon shapes (some taken 
straight from the original) have all been 
fully texture-mapped and coloured to 
present some of the most solid-looking 
spacecraft you’re ever likely to come 
across. Most vehicles have ID markings 
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as well as_ fully — retractable 
undercarriages and visible engine 
exhausts which all make up something 
both impressive and believable. 

To add to the simulation aspects, 
the game also boasts a number of 
variable views that make — the 
presentation that little bit spicier. 
External views can be panned around in 
true TFX style and this is especially 
handy for viewing those really 
impressive-looking bits like some of the 
exceptional space stations. 

All of the physics throughout 
Frontier appears to be spot on...as far 
as we can tell. Nice little touches 
emerge throughout the game; things 
you would normally take for granted. 
For example, the fact that there’s no 
friction in space means that if you thrust 
in a certain direction and then change 
the orientation of your ship it will keep 
moving in the same direction until you 
apply an appropriate amount of thrust to 
change course. 

Beyond this, we are informed that a 
lot of the theory behind the construction 
of the solar systems is also very 
accurate — take a look at our interview 
with David Braben on page 46 for more 
information. > 
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The level of detail 
found on the 
planet’s surface 
around the 


"Spaceport is often 


quite superb. All 
of the buildings 
are constructed 
from combinations 
of polygons and all 
are fully texture- 
mapped 


The 3D system 
map is particularly 
impressive — it can 
be rotated around 
all axes to enable 
you to plan your 
route 
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The factory on the 
moon is one of the 
largest structures 
in the game. Its 
huge flaming 
stacks and 
massive buildings 
make for a very 
impressive sight 


PC PLAYER ISSUE TWO 


The maps can 
be zoomed out 
all the way to 
galactic level. 
This is 
impressive to 
say the very 
least 
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years is a hell of a long time to 
spend developing something — so it 


J IVE had to be something that would not 





only be a good game, but it had to be 
able to hold my interest at the same 
time. | probably spent about 18 months 
researching the graphical side of things 
and then the remaining time was spent 
working on the astronomical and 
gameplay aspects. 

Astronomy is a particular interest of 
mine, and what I! find especially 
interesting is the sheer number of 
worlds that are really out there, so what 
| tried to look into was making 
something as realistic as possible. | 
went along to Cambridge University 
where some friends of mine agreed to 
help me out and ! found that there is 
remarkably little known about the star 
systems outside our own. 

Obviously, a lot is known about the 
stars, especially close ones of which we 
know things like rotation periods, but the 
planets are a different matter. What | 
tried to do then, was to make some 
informed assumptions about the planets 
around other stars. 





> To be totally objective when summing 
up a game like this, it’s important not to 
let your judgement be clouded by the 
qualities displayed in the original 
classic. It’s very easy to be nostalgic 


a very satisfying way to pass the time 
and the fact that you can choose your 
fate makes this as much a ‘simulator’ as 
it does a game. 

Although a little frustrating to begin 
with it’s quite an accessible game with a 
great deal of depth. The first few hours 
of gameplay time will no doubt be spent 
hopping back and forth between a few 
planets trading small quantities of 
various products, but once a sizeable 
bank balance is established it’s possible 
to have some real fun as you build 
yourself your own little empire. Pretty 
much all the gameplay aspects are 
faultless, and while some of the space 


“THE ONLY PROBLEM WE FOUND WITH THIS ENORMOUS AMOUNT OF DETAIL IS 
THAT IT CAN END UP BEING A BIT TOO SLOW. ALL OF THE GRAPHICS IN 
FRONTIER ARE GENERATED ‘ON THE FLY’ IN TRUE FLIGHT SIMULATOR STYLE” 


about the greatness of Elite, and in 
many ways Frontier has a lot to live up 
to — fortunately it does manage. 

The open-ended nature of the game 
and the freedom that this presents is 
one of its most fascinating elements and 
it’s this which sets it apart from all the 
competition. The ability to roam the 
stars doing pretty much as you please is 


DAVID BRABEN SPEAKS 


| had some fairly accurate details to 
work on, for example, if you look at the 
sun, or a central body around which 
other bodies orbit you find a mass ratio 
of approximately 1:750. This ratio crops 
up pretty much wherever you look. If 
you look at Jupiter or Saturn, the mass 
ratio between the planet and the moons 
is about 1:1000, but if you bear in mind 
that the moons have lost a great deal of 
their hydrogen, you end up with a pretty 
similar figure. If you always consider 
that dust gathers around a body in a 
certain distribution, you can then 





combat sequences initially seem a little 
uncontrollable, once you’ve equipped 
yourself with some powerful Navy- 
grade weaponry it gets a lot fairer. 

If there are any quibbles about the 
game it would have to be with the 
graphics — while they look absolutely 
superb, the texture-mapped polygons 
do have a tendency to slow things down 
a bit. When flying over some of the 
more detailed locations such as the 
massive factory complex on the moon, 
the frame rate slows down to a 
decidedly uncomfortable chug even on 
a fast 486. Turning the detail level down 
rectifies things a little, but you do lose 
the effect somewhat. 

On the whole, it has to be said that 
Frontier is a milestone in PC games. 
Possibly the most eagerly awaited 
sequel of all time, it’s a pleasure to find 
that the game isn’t a disappointment. If 
you remember the original, you'll adore 
this successor, but newcomers to the 
universe of Elite will be completely 


astounded. SCORE KK KKK 


The next step for Frontier will be 
supplement disks that bolt into the core 
game code. I'll be adding in new 
weapons, ships and planets as well as 
mission objectives. Basically, I'll keep 
churning them out until people lose 
interest. 

Obviously there are a lot of things 
that I'd like to have added, but didn’t — 
I’ve purposely held back on using any 
alien races, purely so | can spend some 
more time developing something 
credible. | don’t want to end up with 
something that basically looks like 


“THE NEXT STEP FOR FRONTIER WILL BE SUPPLEMENT DISKS THAT BOLT INTO 
THE CORE GAME CODE. I’LL BE ADDING IN NEW WEAPONS, SHIPS AND 
PLANETS AS WELL AS MISSION OBJECTIVES” 


generate models on a computer that are 
roughly correct. What I’ve done is 
assume the density cross-section, and 
then partitioned that up into planets. 
What you can then do is work out 
composition and temperature by simply 
using black body radiation calculations. 
You actually get some very good results 
that create systems not unlike our own. 


someone in a rubber suit — it'll have to 
be totally alien. 

Beyond that there will be graphics 
enhancements — an SVGA driver of 
course and I'll just keep adding to the 
basic game. | doubt very much if I'll 
ever produce an Elite III, although there 
are possibilities for a _ seriously 
enhanced CD game. | 
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THEY SAY Just before the start of a race is always a good 
time to catch up with some of the most 
explosive crashes of the IndyCar season. Again, 
the replay function allows you to look at any 

THAT THE Car, and from any of the angles (TV1, TV2, 
gearbox, driver and so on) and suss out just 
what went wrong. Of course, if you weren’t 

AMERICANS involved then it doesn’t really matter because | 























bo 
MA) until a year or so ago, not 
EVERYTHING | Bis ) too much was known about 
W®  eithe sport of IndyCar racing 
here in the UK. Apart from the few hard- 
BIGGER, core racing fans that followed the 
[oS BRADIEEE. season without fail, it passed by 
PRODUCT i | relatively quietly. That was until a small, 
BETTER AND IndyCar Racing moustachioed Formula One _ racing 
= a a mio driver (and new World Champion) by 
FASTER THAN | the name of Nigel Mansell decided 
enough was enough, and promptly got 
=a] up and joined Paul Newman’s IndyCar 
ANY OTHER sch Bd team in the good ’ol US of A. From that 
moment on, British TV companies were 
= Ea clamouring to snap up the rights to the 
COUNTRY. chaps | bigger, faster cousin of Formula One, 
Dos 5.0 Min, 2Mb Ram, 386, VGA and to transmit it into the home of every 
= ~— syppoRTs ] motor racing fan this side of the 
THAT MAY | | ee ti : oI a - 7 Abeanile 
ystick, : i F 
Soundblaster, Adlib Sound Cards Due to the increased size and 
power of the IndyCars, a fast, exciting 
NOT ALWAYS 
RING TRUE, 
BUT WITH 
THE SPORT 
OF INDYCAR 
RACING 
THEY'VE 
MADE THE 
WORLD SIT 5 
UP AND TAKE 


NOTICE. 





High speed driving is 
dangerous, but it’s always so 
much better if you take a 
friend along for the ride, 
especially if he was trying to 
overtake you in the first 
place 


PC racing game was always on the 
cards, and when released more than a 
year ago, Indianapolis 500 became the 
first IndyCar simulator available. By the 
time that Formula One Grand Prix from 
Microprose was available the genre had 
become so far advanced that real racing 
drivers used Formula 1 to get to know 
the layout of tracks. Now, IndyCar 
Racing has taken the ingredients that 
made F1 such a hit and improved on 
them tenfold. Programmed by Papyrus 
— the team responsible for Indy 500 — it 
includes some stunning graphics and 
intricate gameplay, producing a very 
challenging racing simulation. 

The first thing that must be said 
about the game is how incredibly deep it 
is. Yes, the graphics are superb and 
yes, the racing action is exciting, but all 
this pales into insignificance when put 
up against the sheer amount of 
customisation that you can incorporate 
into the car. Everything...and | mean 
everything...that could possibly be 
changed to give an edge over the other 
competitors in the race has been 
included here, making this a racing 
game playable on two levels — either as 
a straight IndyCar simulation, or as a 
game including the complexities of 
racing car customisation so you can 
work on shaving a tenth of a second off 
the lap times. 

As is the norm for this kind of game 
there are various race options that ease 
you into the action gently. The pre- 
season testing option lets you take the 
car around any of IndyCar circuit tracks 
on your own, learning the correct lines 
to take on the corners and giving the 
opportunity to gain a ‘feel’ for the car. 
This is probably the most important 
racing option (other than the actual 
race, of course), because from here, 
whatever technical changes have been 
made to the car can be assessed before 
race day, giving you the chance to 
perfect the car set-up before going out 
against any opponenis. All of this is 
incredibly important, but I'll get round to 
that later. 





The track representation is practically the same as 
every other game of this type available anywhere. The 
only noticeable difference is that the viewing angle 
seems to be a little lower, making the track appear 
closer to the driver and enhancing the feeling of 
speed for the player 


Zooming down a relatively long straight, the car that’s 
visible on the left of the picture has to be overtaken 
before the turn approaches, in order for me to zoom 
up the race rankings into eighteenth place. Here | go! 


the race or 


Choosing 
championship season options will place 
you in a race situation accordingly. The 
championship season spans. 16 races, 
with the points being allocated in a 


single 


INDYCAR RACING 





It’s the old problem of oversteer again. This time, 
spinning the track has presented me with a wonderful 
view of the other cars as they streak by me and wing 
their way to the finishing line 





the ability to alter your car’s set-up in 
much the same way as real mechanics 
do at race time. It’s no good having the 
driving ability of Mansell or Senna if the 
car you’re driving has all the power and 


“THE FIRST THING THAT MUST BE SAID ABOUT THE GAME IS HOW INCREDIBLY DEEP IT IS. YES, 
THE GRAPHICS ARE SUPERB AND YES, THE RACING ACTION IS EXCITING, BUT ALL THIS PALES 
INTO INSIGNIFICANCE WHEN PUT UP AGAINST THE SHEER AMOUNT OF CUSTOMISATION THAT 

YOU CAN INCORPORATE INTO THE CAR” 


similar manner to the Formula One 
Championship. If you choose to race a 
single event, then itll go down as 
nothing more than a practice, albeit with 
other drivers on the track. The results 
won’t be recorded, which gives any 
rookie drivers the chance to try their 
luck when up against some of the more 
experienced drivers on the IndyCar 
circuit. 

As | said earlier, the most startling 
and unique feature of IndyCar Racing is 





fil 

If you are entered in a real race, then you are going to 
have to make at least a couple of pit stops on the 
journey. Thanks to improved race car technology, 
most of the things that could be altered in the garage 
can also be tweaked here in the pits, thus giving you 
the chance to adapt to almost every race situation 


road holding of a Robin Reliant. 
Everything must be perfectly balanced 
in order for the driver to get the best out 
of the car — this is where a little 
mechanical knowledge and an IndyCar 
team garage (not to mention budget!) 
come in handy. The first thing to get 
straight here is that whatever alterations 
are made to the car, no matter how 
minor they seem at the time, they will 
always affect the performance of the car 
on the track. > 
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IndyCar possesses a detailed recorder that can be 
used to view any point of the race up to the current 
time from numerous different angles. In this example, 
one of the TV views has been used, giving you the 
opportunity to see the race as TV audiences would 
see it, complete with camera pans and cuts 
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The most 
incredible 
feature of 
IndyCar Racing, 
apart from the 
actual graphics, 
is the depth of 
detail that can 
be altered on 
the car. Wing 
settings, tyre 
types and 
shock stiffness 
are just some of 
the facets of the 
car that can be 
manipulated to 
provide that 
extra bit of 
speed or road 
holding on the 
various tracks. 
None of the 
changes are 
ignored either 
because the 
way that the car 
handles is 
worked out 
mathematically, 
with things like 
weight 
distribution and 
traction all 
being taken into 
account when 
the race gets 
underway 








“Well Nigel, if there’s any advice you could give an up 
and coming IndyCar driver, what would it be?” 
“Murray, I'd have to say avoid scraping your wheel 
against the wall when travelling at high speed. Not 
only does it make you look like a complete fool, but it 
could be dangerous and cause severe retina 
chaffing.” 





The garage is where all the repairs and changes take 
place. It’s easy enough to find your way around, just 
highlight one of the options and click onto it. The 
relevant part of the car will then be rotated and 
zoomed into a position where you can easily view it, 
allowing work to be carried out 


FUEL 
Baists 
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It is important to alter the gear ratios from track to 
track, because a super speedway, ie an oval track 
with just left-hand turns, is going to require different 
acceleration and top-end pattern than a track with 
lots of left and right-hand bends, such as a street 
track like Michigan 





> In keeping with the overall 
presentation of the game, Papyrus has 
included complex mathematical routines 
that accurately work out the effect of 
each and every variable acting on the 
car at any given time, hundreds of times 
a second. If the car has been loaded up 
with 30 gallons of fuel, at the start of the 
race it will handle very sluggishly due to 
the weight. As the race goes on and the 
fuel is used up, things will become 
easier thanks to the reduced weight in 
the rear of the car. 


ANY WAY YOU WANT IT 


The wings of an IndyCar work in the opposite way to 
the wings on an aircraft. Instead of generating uplift, 
they push the car down onto the track, thus providing 
more traction on the road. The downside to all this is 
that the downlift creates drag which slows the car 
down, so a careful balance has to be struck 


It’s not only fuel weights that have 
been taken into consideration either. A 
racing car must maintain optimum 
contact with whatever track it is driving 
on to be controllable. The many things 
that can affect this include suspension 
settings, tyre specifications, wing 
settings and the camber of the tyres on 
the track. All of these must be taken 
into account to ensure that the car 
doesn’t loose traction and spin out on 
corners. 

In IndyCar, these factors are under 
the control of the player. Wing settings 





The problem of fuel is one that shouldn’t be 
overlooked. On the practice and qualifying laps, there 
isn’t the need to fill the tank up with 40 gallons 
because you'll only be racing round for a few laps and 
the extra weight is liable to affect your qualifying 
time quite dramatically 
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‘Tyres are are arguably the most important parts ofa 
racing car because without a good set, the chances 
of loosing traction and spinning off at a corner are 
high. Tyre tread and temperature can be checked 
from here, and individual camber and shock 
adjustments made depending upon the results 
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The shocks are there to help the car ride out the 
bumps and maintain a good grip on the road, not to 
provide the driver with a nice comfortable ride. They 
can be set anywhere between being completely soft 
which gives traction but allows the car to roll, to 
completely hard which has the reverse effect 


INDYCAR RACING 


Every IndyCar currently racing now has 
a small, lightweight camera that’s in | : 
place beside the driver’s head. It can ips 
take engineers less than two hours to 
install up to four cameras into a car, 

which all connect to a single switch | 
box under the driver’s seat. Smaller ~ 
than a thumb, they give clear and 
relatively ‘jump- free’ pictures, >* 
allowing the home viewer to actually 
tide alongside the driver 















can be altered allowing you to make the 
choice between improved corner 
handling or increased speed down the 
straights. Three types of tyres are 
available, and each can be set at an 


from fully soft to fully hard settings, so 
compensating for the effects of weight 
distribution during the course of a race. 
As well as all these traction 
adjustments, gearbox modifications can 


“CAN YOU REALLY AFFORD TO WASTE AN EXTRA FOUR SECONDS HAVING THE 
ANGLE OF THE REAR WING ALTERED, WITH YOUR NEAREST COMPETITOR ONLY 
TWO SECONDS BEHIND?” 


individual angle to the road according to 
specific tyre temperature readings. For 
example, if a reading shows you that 
the outside of the tyre is getting hotter 
than the inside, it’s a fair bet that you 
are going to need to alter the camber 
and/or suspension to prevent a blow out 
and improve road handling. Also 
suspension settings can be altered 


also be carried out, with cogs of 
different ratios being incorporated into 
the gearbox thus giving total control 
over how the car accelerates. This is 
especially important on non-speedway 
courses (such as Monterey), because 
the course isn’t just a left-turning oval. 
This means that corners must be 
taken slower than usual, necessitating 


the need for improved acceleration 
which, in turn, slightly lowers top end of 
the car. 

It's not only in the garage that these 
alterations can be made either. If the 
car has been set up well during the pre- 
season tests (now the importance of all 
this testing becomes apparent), there is 
no reason why minor alterations cannot 
be completed during a pit stop in the 
actual race. The only limiting factor is 
the time needed to make an adjustment. 
Can you really afford to waste an extra 
four seconds having the angle of the 
rear wing altered, with your nearest 
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A MATTER OF COURSE 


Eight courses 
to race on in the 
season ahead, 
and 16 IndyCars 
on the starting 
grid. It’s going 
to be tough, so 
it’s important to 
know the 
courses like the 
back of your 
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Owning the distinction of being the 


eh a 
TORONTO 


Regarded as one of the IndyCar drivers’ 


“a : : 
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Located in New Hampshire, this 





NAZARETH 


Nazareth is clearly one of the most 


fastest racetrack in North America, uniquely shaped ovals found on the raceway is one of the newer facilities favourite circuits, Toronto is a fast, hand. Spend 
Michigan speedway is the setting for IndyCar circuit. Though on paper it is to host an IndyCar event. Providing a wide racetrack that naturally lends lots of time on 
one of the most heart-stopping events referred to as a tri-oval, some drivers backdrop for an exciting shoot’em-up itself to some interesting cat-and- the tracks 


treat it as though it has four or five 
distinct turns. At Nazareth you'll spend 
a lot of time turning, since the three 
corners are less than a third of a mile 


mouse chases. Though by no means an 
easy course to master (it does have 11 

turns), it can be a very satisfying venue 
to race on, once all the lines have been 


practising the 
racing line for 
each one, and 
getting to know 


on the IndyCar racing circuit. Often the 
scene of frequent lead changes, which 
delights the fans but annoys the hell 
out of the drivers, lap speeds at 


brand of racing, the short oval differs 
from the one found at Milwaukee in 
many ways. First and foremost, New 
England’s turns are banked higher than 


Michigan have been known to exceed apart along the front stretch. The back Milwaukee’s, a lofty 12 degrees memorised and perfected. The scenic how the car 
230mph. The event itself is a gruelling straight takes on additional importance © compared to nine degree corners found raceway winds through the exhibition reacts to the 
500 miles long, with prevailing for building speed into the long series at Milwaukee. New England’s oval also fairgrounds, using a variety of particular set- 
temperatures on the track usually quite of turns. Bankings vary between four consumes less acreage, with each straights, fast corners and hairpins to up you have 


given it. There’s 
no easy way to 
win a race, but 
knowledge of 
what you’re up 
against could 
give youa 
slight edge over 
the other 
competitors 


provide one of the more enjoyable and 
less taxing raceways on the circuit 


hot. This all takes an immense toll on 
both the car and the drivers 


and 10 degrees, with turn three’s 
narrow radius sporting the highest bank 


corner being a little tighter than those 
found at Milwaukee 





LONG BEACH 
Set amidst pavilions and bustling 
convention centres, this event 
showcases the city of Long Beach, 
California. A true test of driving skill, 
Long Beach has two long straightways 
that are connected by several vicious 
first and second gear bends. Proper 
gear ratio set-up is important here to 
counteract the amount of gear braking 
that will be used throughout the race. 
li’s also best to trade off top-end speed 
for that sharper burst of acceleration. 
The track itself is flat, wide and fast 
offering drivers a chance to show off 
their best overtaking moves 


PORTLAND 
Set amidst typical Pacific North- 
Western scenery, the track at Portland 
is the site of a rousing IndyCar race. 
The two long straights give ‘general’ 
race fans plenty of excitement, while 
purists enjoy watching the drivers 
contend with a variety of turn radiuses. 
The circuit is fairly flat, making for a 
very fast race throughout. In fact, the 
competition is so close that most races 
are left in doubt as to who the victor is 
until right at the chequered flag. If dry 
weather prevails, teams will be looking 
for a fast top speed, and this will 
increase the excitement no end 


MILWAUKEE 
Milwaukee is one of the oldest racing 
venues in North America. Originally 
constructed for the purpose of horse 
racing, IndyCars have been coming to 
this site now for over 70 years. The four 
turns are each slightly banked at nine 
degrees which, coupled with the 
overall symmetry of the track, gives 
drivers the opportunity to utilise high 
speed overtaking manoeuvres on the 
outside as well as the more usual 
inside lines. It’s fast, and for the 
novice driver it can present real 
problems. Better spend some time 
practicing before you enter this race 


MONTEREY 
Competition is going to be very tough 
indeed on this dedicated race facility 
that has hosted several categories of 
auto racing action. Consisting of 
sudden elevation changes, high speed 
corners and the famous ‘corkscrew’, 
Monterey is a track that will cripple all 
but the best drivers. Many of the turns 
are blind meaning they see you before 
you see them, so before race day, 
expect to clock up heavy amounts of 
practice time in order to get the feel for 
the circuit. Knowing every inch of a 
racetrack has never been more 
essential 
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After every 
qualifying race 
the complete list 
of grid positions is 
displayed. If 
you’re anything 
like me, on your 
first few tries 
you'll invariably 
end up right at the 
back of the pack. 
If that’s the case, 
wait until the pack 
sorts itself out 
(usually after the 
first corner), and 
then make your 
assault on the 
leaders 





There are really 
only two games 
that manage to 
accurately 
portray the 
action and 
speed of motor 
racing — 
IndyCar you 
know all about 
and the other is 
Formula One 
Grand Prix by 
Microprose. As 
F1 is still 
relatively 
recent, it will be 
interesting to 
see how the two 


compare 








PC PLAYER ISSUE TWO 


> OK, so that’s all the technical 
aspects of the game taken care of, but 
how does it actually drive? In a word, 
very sensitively. Yes, | know that’s two 
words, but I’m a journalist, not a 
mathematician! The secret to racing a 













During the qualifying laps you 
are in constant contact with 
the pit crew. After 

=. completing a lap, they will let 
you know whereabouts on the 
grid you would be if you were 
to call it a day and start the 


has been geared towards making the 
job of reading important information as 
easy as possible. Gone are the familiar 
dials and gauges, to be replaced with a 
digital read-out that serves as a speedo, 
a rev counter, mpg trip computer and 


“THE NUMBER OF DECENT MOTOR RACING SIMULATIONS AVAILABLE ON THE PC 
AT THE MOMENT CAN BE COUNTED ON ONE HAND, AND OF THOSE ONLY F1 
GRAND PRIX AND NOW INDYCAR RACING ARE WORTHY OF ANY ATTENTION” 


car that’s capable of going over 200mph 
is a tender touch on the controls. 
There’s no need to yank hard left on the 
joystick because, at that speed anyway, 
you'll succeed in nothing more than 
turning half a million pounds worth of 
motor car into a very expensive race 
track wall adornment. It takes a little 
while to get used to how hard to 
manoeuvre the joystick when engaged 
in a race, but after a couple of races it 
all starts to get very easy. 

Like F1, there is the option to make 
things that much easier and have some 
autopilot features enabled. Auto-braking 
and auto-gear shift are the two that will 
offer the most help to the beginner, but 
these should be turned off at the earliest 
opportunity, because with them on 
corners become slow and you just can’t 
coax this extra power out of the car 
when you need to. 

In the cockpit of the car, everything 








It is important to know just where the corners and the 
straights are on the course, and both games take 
great pleasure in showing you them in glorious VGA. 
There is no real difference here because both types of 
display serve the purpose in hand. What | would have 
liked was a facility for the prospective course to be 
navigated with the use of a free-floating camera. It 
would give a much clearer indication of any corners, 
dips and rises that were to be encountered 


tyre temperature read-out. A simple 
press of a function key will switch 
between the different modes _ of 
operation, and allow the driver to 
manage their resources while still 
concentrating on the race in hand. 
Surprisingly, there are no external 
views available during the race. All this 
is taken care of in the replay section 
where your greatest races (or most 
spectacular pile-ups) can be viewed 
from any one of seven angles. All the 
cars in the game are displayed as bit- 


As in actual IndyCar racing, there 
are two cameras mounted on the car 
itself — one beside the driver’s head and 
one placed underneath the gearbox at 
the back of the car. The other views are 
taken up with TV-like portrayals of the 
action, with the camera cutting from one 
trackside perspective to another as the 
cars go out of shot. It’s all presented in 
a VCR style, with the usual controls 
available for film manipulation — rewind, 
fast-forward, play and so on. 

The number of decent motor racing 
simulations available on the PC at the 
moment can be counted on one hand, 
and of those only F1 Grand Prix and 
now IndyCar Racing are worthy of any 
attention — the differences between 
these two are quite substantial, not only 
graphically but in the style of gameplay. 

In the first instance, Indy relies on a 
much more detailed approach to the 
sport of motor racing. The mathematical 
calculations that have been 


“THE REAL STRENGTH OF INDYCAR RACING LIES IN THE WAY THAT IT PLAYS 
AND NOT IN THE WAY THAT IT LOOKS” 


mapped polygons which, although 
taking up more processor time, make 
the opposition look a lot more real. The 
trackside scenery has also been bit- 
mapped, giving an unsurpassed level of 
detail. 


The start of the race looks a lot more daunting from 
the cockpit of the IndyCar. Everything has been 
lowered, giving the impression of increased speed 
when the car is moving. This, plus the inclusion of the 
wheels and suspension struts within the view of the 
driver give a more convincing perspective of the road. 
It’s a trick that works well and gives IndyCar the edge 
over F1 as far as actual driver’s-eye view presentation 
is concerned 


programmed into the game are really 
quite astounding. In fact, they are more 
like the sort of thing usually found in 
top-of-the-range flight simulations like 
Falcon 3.0 and Tornado. The fact that 
every feature of the car can be altered 
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This is where the real aesthetic differences lie. The 
F1 representation of the outside world is fairly 
simple, being depicted in polygons with only very 
simple bit-mapped images over the top. The cars are 
also simple polygons, and while this makes things 
whiz along at a fair old rate, compared to IndyCar it 
looks very bland. Everything in IndyCar has been bit- 
mapped, from the billboards on the track to the cars 
themselves 








TW far as the maths and car set- 
up routines were concerned, 


effect on the performance during the 
tactical. 


graphics and a real feeling of speed. 
IndyCar doesn’t quite manage the same 


speed — in fact, to get the same level of : 


speed found in F1 when played on a 


be off-putting for some, it 
shouldn’t matter because the 


it looks. 


taking place on the street course of 
that makes IndyCar Racing such a joy 


different, and only those who pay their 


dues on the test tracks getting the : 
balance between man and machine : 
right, can hope to go on and emulate : 
the success of Nigel Mansell, albeit from : 


a much safer environment. 
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Any race over a couple of laps is going to require you 
to call into the pits at least once. The pits in IndyCar 
give you complete control over every feature of the 
stop, from how much fuel you want to take on board, 
to slight alterations of the wings and even shock 
adjustments. F1 doesn’t offer you this much scope for 
adaptation during a race, but because of the lesser 
attention paid to car dynamics it doesn’t really matter 
as much as in IndyCar 








most of that came from the 
lead programmer, Dave Kaemmer. 
While growing up in Ohio he had racing 
all around him. Most of the technical 
stats that were implemented in the 
game came from him — he spent a lot of 
time reading books and_ technical 
manuals on the sport. This may come 


, as a bit of a shock, but he hasn't 
some way and have a corresponding : 
: month he has some classes and 
race makes the whole game a lot more : 
: into the cockpit and get to see just how 
In F1, the emphasis was on fast : 


actually driven an IndyCar. Later this 
lessons booked so that he can climb 


accurate he managed to get the game. 
We’ve had several IndyCar drivers 

giving input on the game, providing their 

opinions on various aspects of car 


: handling. Some racing engineers have 
386, you would have to turn most of the : 
detail right down or off. While this may : 
really : 
real : 
strength of IndyCar Racing lies in the : 
way that it plays and not in the way that : 
: jin some way connected with the sport 
Literally hours could be spent on the : 
pre-season test track trying to get the : 
mix between speed and handling : 
absolutely perfect for the Michigan : 
super speedway, then for the next race : 
everything can be changed around : 
again because it just happens to be : 
: relevant venues would send us pictures 
Long Beach. It is this kind of challenge : 


also been involved, including one from 
Bobby Rahal's team. They were all very 
impressed at how accurate the link 
between set-up and race car control 
was. Friends of drivers, including a 
friend of Dave Sullivan, who were also 


contacted our bulletin board and 
commented on how accurate the game 
was and how well the car ‘felt’ around 
the track . 

Actually, we had a lot of outside help 
as far as the tracks were concerned. 
Various people associated with the 


of the tracks including the grandstands 


: and soon, so that we could get them all 
to play. Every course offers something : 


as accurate as possible. The tracks in 
the game are programmed in from 
actual blueprints of the tracks — even 
the billboards are in the correct places. 
We went as far as we possibly could to 
make this the most detailed simulation 
of the sport that we could and anything 
that is not totally accurate is because of 


| ie |e] a 

The ability to watch the race again from any angle is 
something which both games incorporate. F1 offers 
you the TV style of replay, where the cameras are at 
track side, along with a front and reverse out of car 
view. There is also no facility to fast-forward or 
pause the replay. IndyCar, on the other hand, lets you 
fast-forward, pause and play one frame at a time. The 
TV coverage is also better, and there are the unique 
in-car views offered by the car cameras 


INDYCAR RACING 


problems that we had with some form of 
licensing or other. 

IndyCar, although looking totally 
different to our previous game Indy 500, 
does contain some of the same ideas 
and routines. Obviously the graphics for 
have been improved immensely, but the 
idea of the game was just a natural 
continuation of Indy 500. 

Dave Kaemmer is more than 
qualified to implement exact car set-up 
equations, having majored in maths at 
college. A lot of the programming in 
IndyCar was devoted to these complex 


Ann-Marie 
Gianantoni is the 
assistant producer 
of IndyCar Racing, 
and was kind 
enough to offer an 
insight into the 
makings of the best 
racing sim on the 
PC at the moment 


“THE GAME WAS ABOUT TWO YEARS IN THE MAKING 
= RIGHT AFTER DAVE KAEMMER FINISHED THE AMIGA 
VERSION OF INDY 500, THE DEVELOPMENT WORK 


BEGAN ON INDYCAR” 


calculations that took all the possible 
variables into account and made the car 
react accordingly. 

The game was about two years in 
the making — right after Dave Kaemmer 
finished the Amiga version of Indy 500, 
the development work began on 
IndyCar. Although he has been doing 
other development work between that 
time and now, for the past nine months 
this is all he and the rest of the team 
have been concentrating on, making 
sure everything that could possibly be 
perfected in the simulation has been." & 






SUSPENSION } 
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The car set-up features in both games, but it’s much 
more of a deciding factor in IndyCar. Although you 
can alter the set-up to a fairly large degree in F1, 
there is neither the scope for change nor the after- 
effects of IndyCar. You feel that anything changed on 
the Formula 1 car won’t really matter that much, and 
it’s true to say that the effects of lowering the wings 
or altering the suspension cannot really be felt in the 
same way as it can in IndyCar 


FORMULA ONE 
GRAND PRIX 


INDYCAR 
RACING 
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PC PLAYER ISSUE TWO 


PRODUCT 


Shadowcaster 


SOFTWARE HOUSE 


Electronic Arts 


PRICE 
£44.99 


REQUIREMENTS 
Dos 5.0 Min, 4Mb Ram, 25Mhz 386, VGA, 
Mouse, 14Mb Hard Disk S| 
SUPPORTS 


Soundblaster, Soundblaster Pro Sound Cards, 
General MIDI Device 


ROLE-PLAYERS NEED NOT 


APPLY FOR SHADOWCASTER, 


RAVEN SOFTWARE’S 
hy 
SPECTACULAR THREE- 
Alex 
DIMENSIONAL ADVENTURE 


Simmons 
WHERE THE ACTION IS FAST 
AND FURIOUS AND NOTHING IS 


QUITE WHAT IT SEEMS... 








—— 


@@® a rare species, a game of 
; M such pedigree that its credit 
/ 1 & list is more impressive than 
the special effects in a Spielberg film. 
Shadowcaster is a thoroughbred in a 
kennel full of mongrels, a true three- 
dimensional adventure so awesome 
that the granddaddy of them all, 
Dungeon Master, will be turning in its 
grave, hoping its younger son (DMIl, 
unsurprisingly) will be as impressive as 
this latest EA/Origin collaboration. 

We all know that the PC is a superb 
machine for adventures of this kind, with 
the Ultima Underworld series and many 
others demonstrating just a little of what 
the machine is capable of. But forget all 
the other role-playing games you’ve 
seen before, because Shadowcaster is 
out this month and will blow your socks 
off, guaranteed. | loved it, and so did 
the large crowd of people that gathered 
around my PC while | explored the vast 
caverns in slick, glorious 3D — never 
have so many drooled so much at the 
sight of one game. 

Shadowcaster is the brainchild of 
Raven software, the American company 
responsible for the excellent Black Crypt 
which appeared a couple of years ago. 
Released through Origin, ’Caster is 
similar in design to Ultima Underworld, 
but has a superior 3D engine which 
whisks the dungeon around swiftly and 
smoothly. This is hardly surprising 
considering the engine was designed by 











DUNGEON 
Wolfmen patrol the dungeons, keeping 
a watchful eye on the cells 


it moving! 


RIVER OF BLOOD 
Take a deep breath and dive into the river of blood — 
but only dive under if you’re in the form of Kahpa 


DEEP wig 






HALLS OF SOULS 


It looks good here, but wait ’til you see 





ID Software, the geniuses who were 
responsible for making 3D Wolfenstein 
a reality. 

Shadowcaster is different in many 
ways to other role-playing games. It is 
combat based, concentrating more on 
swordplay rather than puzzles. To be 
honest, I’m not entirely sure if this was 
such a great idea, as the resulting game 
is quite linear. Just about anyone will 
easily be able to follow the auto-map 
and complete the game in a matter of 
days, simply by killing anything that 
shows its ugly face. Do so and Kirt 
(that’s you) will be reunited with his 





into the appropriate creatures. That is 
the real beauty of Shadowcaster, the 
ability to go almost anywhere using 
either the mouse or keyboard (which is 
probably easier). If you want to scrape 
your head along the dungeon ceiling, 
you can. If you want to swim in a sea of 
blood, just jump in. | suppose you could 
say that it’s as close to virtual reality as 
we’re going to get on an affordable PC 
within the near future. 

As with most things in life, Kirt starts 
at the beginning, in a small room with a 
particularly nasty beastie hopping in his 
direction. Uh oh, cornered. If at this 


“| SUPPOSE YOU COULD SAY THAT IT’S AS CLOSE TO VIRTUAL REALITY AS 
WE’RE GOING TO GET ON AN AFFORDABLE PC WITHIN THE NEAR FUTURE” 


Granddad, who was nabbed by an evil 
shape-shifter. Oh, that’s another thing — 
Kirt is also a shape-changer who can 
morph into six different creatures, so 
although the player controls only one 
character at a time, they effectively 
have an entire party of adventurers 
under their guidance. More information 
on Kirt’s morphing abilities in the panel 
titled “Shape-Shifting Shenanigans” (on 
page 59). 

Kirt has total freedom in terms of 
movement, due to the game engine 
having been designed in such a way 
that he can run freely around the 20 or 
so levels. He can even fly and swim 
underwater, providing he can morph 








The temple is the central location in the game. You'll 
return here each time you meld with an obelisk 


PSHADSWeasteR 






The mines are plagued by hulking 
Minotaurs armed with whips 


point you haven’t yet read the section in 
the manual titled ‘Combat’, | suggest 
you do. However, it is quite simple — just 
highlight either hand and click on the 
view screen. Kirt will then throw 
punches each time the button is 
pressed, boxing his way past the 
ravenous creature. 

It is highly likely that the beast will 
gnaw at Kirt’s frail body, leaving his 
energy bar looking a little drained, but 
fortunately nearby is a vial of red liquid 
and a brightly-coloured staff — when 
these items are clicked on (to pick them 
up) and Kirt drinks the health potion (for 
that’s what the liquid in the red vial is), 
some of his energy will be restored. > 


ed) 


: eats 
PATH OF THE DEAD 
These walls are made of the remains of 
adventurers who have failed before you 


SHRINE OF THE WOLF 
Inside the shrine is the evil wolf lord, armed with a 
staff of power 









There some 23 


levels in 
Shadowcaster, 
all with 
superbly 
detailed and 
intricate 
backgrounds. 
Needless to 
say, they all 
look 
spectacular, so 
here (Left) is a 
taster of what 
you'll see. 
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Treasure chests 
holding loads of 
valuables can be 
broken into simply 
by attacking 
them. Don’t bother 
punching or 
kicking because 
that will take 
ages, use a sword 
instead 


PC PLAYER ISSUE TWO 


» Like most potions or magic items in 
Shadowcaster, the health potion only 
has limited healing qualities — a couple 
of gulps and the bottle is empty. 
However, energy (and power, but more 
on that later) gradually increases while 
Kirt is in human form. As for the other 
item found in the first room, the staff is a 
magic object which spits fireballs when 
in the hands of a skilled mage. Stick it in 
Kirt’s grubby mitts and click once again 
on the view screen to unleash a ball of 
flame. A small red cursor allows you to 
aim the shot, making it easier to shoot 





Portals aren’t the only 
method of going from 
one level to another. 
Stairs often pave the 
way ahead, as do 
doors. However, 
stepping into the 
mouth of that thing 
ahead might not be 
such a good idea! 


than human will gradually drain away at 
his power (the blue bar in the top-left of 
the screen). Power is not only used for 
shape-shifting but also for magic and 
special attacks. 

Kirt, in one form or another, has a 
number of abilities which are vital for 
completing certain sections of the game. 
Maorin has the gift of acute vision, 
allowing him to pick out hidden traps 
which are normally invisible. Caun, the 
minuscule humanoid healer, can turn 
power into energy, but is also nimble on 
his feet and can sneak past enemies, 


“\'VE PLAYED THIS SORT OF GAME BEFORE, BUT I’D HARDLY CALL MYSELF AN EXPERT IN THIS 
AREA, SO | WAS SURPRISED WHEN | COMPLETED THE GAME IN ABOUT 15 HOURS” 


Detailed on the 
right are just 
some of the 
monsters you'll 
encounter in 
Shadowcaster. 
They lurk in 
every corner, 
cave and 
cavern, lusting 
after the blood 
of an unwary 
adventurer. 














fUNgTAauR 
The Minotaur lord 


creatures on the ground and in the air. 
Remember, the staff is limited to about 
five fireballs, so use it wisely. 

Before Kirt’s granddad was nabbed 
by Veste, he revealed Kirt’s true identity 
as a shape-shifter. Within minutes Kirt 
will be granted his first form, by melding 
with the red-tipped obelisk. In a flash of 
light, the shape of the giant cat Maorin 
is yours. Kirt can change shape at will, 
although remaining in any form other 


There are two sorcerers, one 

robed in blue and the other in 

red. The maroon wizard fires 

red power hoops which drain | 
energy, while the sapphire 

mage unleashes blue circles 

which saps your power 


The Cyclops are 





Ssair or Opsis 


ER 





MUSRtbom 


Carries a huge 


SHADOW BOXING 


powerful magic users, 
firing bolts of electricity 
and poison clouds. They 
hover on the ceiling and 
are difficult to attack 
unless you use a ranged 
weapon or morph into 


FLOATING EYE 





his agility allowing him to reach through 
small gaps to grab things. Caun also 
has the ability to summon a swarm of 
insects which attack a targeted enemy 
beast. The powers of the shape-shifter 
are varied and are explored in detail in 
the shape-shifter panel over the page. 

In general, powerful magic attacks 
are best left for the meaner enemies, 
attacking the less threatening creatures 
with more conventional weapons such 


The giant spiders look 
tougher than they actually 
are. Slice off their legs 
with the enchanted sword, 
and soon they'll crumble 
to (green!?!) dust 


Sides 








SKELETON KING 








morning star, and is 
protected hy red 
leather armour and an 
amulet of defence. 
Save the bombs for 
this guy and keep your 


distance if possible for it! 


The mushrooms gather in force 
in the spider’s lair, waiting for 
their next victim — namely you. 
Attack with the sword and 
keep a constant eye on your 
energy — when it gets low, run 

















The skeleton king raises all 
four arms and unleashes a 
constant stream of fireballs. 
However, he is weak in close 
combat, so run towards him 
and keep swinging the sword 








The skeletons 
fall from the 
pikes in the 
misty gardens 
and attack 
with swords. 
Three swipes 
and they’re 
dead (again) 


as swords. Obviously you have to get in 
close to use hand-to-hand combat 
weapons, thus giving the enemy the 
opportunity to retaliate. Armour can be 
strapped on to give a little protection, 
while amulets and other trinkets offer 
magical protection against attack. 
However, each form must have its own 
set of armour and weapons, and while 
objects can be switched from one 
character to another, generally all 
seven forms (six beasts and Kirt 
himself) are totally separate from each 
other, with the power and energy bars 
being about the only things that link 
them together. Anyway, Caun’s chest 
armour (which is about six inches 
across), wouldn’t even protect one of 
Maorin’s nipples, let alone his entire 
body! 

No matter how much armour Kirt is 
wearing, it’s inevitable that he’s going to 
die at some point and unless you’ve 
saved the game, Kirt will have to trudge 
all the way back to the beginning of the 
game. The save slots, of which there 
are only four, allow constant saving of 
the game along with a little picture and 
description of Kirt’s present location. On 


The werewolves are Think how hard 

enormous and patrol the a werewolf is, 

dungeons before the and multiply 

mines. Their claws are that by two. 
razor sharp and their What do you Wat 

bite is definitely worse get? The wolf 

than their bark king, who’s 

armed with an 

electric bolt- 

firing staff of 

WEREWOLF power 











SNAKEMEN 
The snakemen have four limbs 
with which they viciously 
attack. Only get in close if you 
have no other option, because 
they are superb in hand-to- 
hand combat 





SKELETON 































Power is drained Points out Each time you The portrait 

by morphing into which way indicates which} Portrait 
different forms Power Bar you're forms you're} | 

and using magic facing currently using| | 





Click at the 
bottom to dive 
underwater, or 
at the top to fly 
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Altitude 


Gem 
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— Inventory 


Click on these 
gems to alter 
the size of the 


view screen 


| 
7 )©=6 Window Gem 


Details what 
your character 







iscarrying 













All the action [ Inventory 
takes place in All the Overview 
the view character’s 

window, belongings can 

including he seen by 

combat and clicking here 

movement 






View Window 





Options 














Options range from loading or jAuto- {As you | Any sea Place 
saving a game, altering the |Map progress, the information weapons in 
game’s difficulty and toggling | map constantly lrext Bar appears either hand 
the sound on or off } updates itself down here to attack 
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Ability 
Icons 





Click here to 


make your 
character perform 
a special attack 





_— AT THE Soa ONS cncten 


the options screen, music and sound 
effects can be toggled on and off and 
the difficulty level changed. There are 
five levels in all, the default setting being 
the middle ‘normal’ level. At one end of 
the scale is ‘wimp’ which is the easiest 
setting, and at the other extreme is 
‘hero’ in which the enemies are a lot 
tougher and things are generally much 
harder for Kirt and his alter egos. 
Flicking the difficulty up to maximum 
is a pretty good idea, as the game is too 
easy on the normal setting. I’ve played 
this sort of game before, but I’d hardly 





call myself an expert in this area, so | 
was surprised when | completed the 








game in about 15 hours — I’ve wasted 
four times that amount of time on 
Dungeon Master, which is now nearly 
five years old! The reason that | found it 
easy was because the game is so basic, 
so linear. OK, you may have to use the 
maps to get around, but you virtually get 
pushed in the direction of the portal to 
the next level. > 


normal screen size is just 
However, if you’re using a 


the view screen 


If you’re playing Shadowcaster on a fast 486 
PC (+33MHz), even when the view screen is at 
full size the scrolling is as smooth as a baby’s 
bottom. For the slower 486s (25IMHz), the 


about perfect. 
standard 386, 


things start to slow down and jerk. The 
normal size can be jerky when the screen fills 
up, So it’s probably best to reduce the size of 
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(Below Left) Characters like Ssair and Opsis can fly, or 
rather float around the dungeons in Shadowcaster. This 
is vital for crossing acid pools and fire pits, but quickly 
drains away your power 

(Below Centre) All the characters apart from Maorin can 
swim on the surface, but only Kahpa can dive underwater 
where all sorts of aqua-creatures lurk 

(Below Right) If you thought water was the only thing 
that you can swim in, you’re wrong. What about blood? 
In the red mists of the blood river, limbed flat-fish bite 





SARIN 




















with their enormous fangs 





(Below) Pick up the shuriken and aim for the target above the fire. Keep firing and 
eventually the target will disappear. Do this for all three and the passage will open. 
Take care, three monsters are lurking around the corner 





» While you do get the freedom to 
explore, you don’t really need to. The 
auto-map is an incredibly useful utility 
but | couldn’t help thinking it made 
things all too simple. Maybe if there 
were more puzzles this would improve 
the longevity of the game, but as it 
stands there is very little in the way of 
brain-teasers — simple ‘place boulder on 
pressure pad to open door’ puzzles are 
about as hard as they come, relying 





which | found quite annoying, but I’m 
glad Raven decided to leave out the 
constant hassle of having to feed Kirt! 
Now it may sound like I’m ripping 
Shadowcaster apart, but | did in fact 
thoroughly enjoy playing it. Not for a 
long time have | been so absorbed by a 
game right from the start, finding it very 
difficult to actually put the game down. 
Ah, it reminded me of the good old days 
when I'd sit up for hours, glued to the 


“IF ONLY THE GAME WAS A LITTLE MORE IN-DEPTH, EITHER WITH MORE 
PUZZLES OR MORE LEVELS, IT WOULD HAVE BEEN PERFECT” 


instead on a constant stream of attacks 
from monsters to increase the difficulty 
level. Mind you, even these creatures 
are pretty easy to kill, providing you 
have the patience to run in and attack, 
retreat to restore energy then nip back 
in for another bash. Restoring energy 
and power can take a hell of a long time 





Pick up the float seeds the killer fly-traps leave 
behind. At first they seem useless, but in fact they 
can be used to make a bridge across the quicksand 


screen playing Dungeon Master... 

As you can probably tell from the 
screen shots, Shadowcaster is visually 
faultless. When playing on a 486, the 
detailed backdrops scroll smoothly and 
quickly with very little slow-down even 
when the screen is cluttered with 
enemies. Things are a little bit different 
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Travelling between levels is done using the network 
of portals in the game. Unfortunately, you can’t 
always step back into the gateway 





(Below) Maorin has the ability to see things that are invisible to human sight. The 
screen washes over with red and through the darkness the traps become apparent. 
Avoid the pressure pads otherwise the fireballs will scorc 


h your fur off 


on the less powerful 386, due to the 
screen jerking when monsters are near, 
although this can be combated by 
reducing the size of the view screen. 
There is a lot of variation in the graphics 
with a large selection of levels and 
scenery — what other game allows the 
player to swim underwater and fight 
piranhas, and then seconds later attack 
a floating eyeball on the ceiling? The 
sound, although occasionally lacking in 
atmosphere, is also generally excellent. 
Shadowcaster, while being visually 
superior to Ultima Underworld, is 
lacking slightly in both longevity and, in 
my opinion, gameplay. If only the game 
was a little more in-depth, either with 
more puzzles or more levels, it would 
have been perfect. As it now stands, 
Shadowcaster is simply good, and is 
perfect for the beginner looking for a 
game incorporating an element of 
action. 5 kok ky 








Shurikens are fairly weak weapons, but do allow you 
to destroy the enemy before they even get close. 
Usually they return after they’ve been thrown 


OPINION 


looks great from a distance, but 

| as soon as you get up close it’s 

M@ &severy pixilated and grainy. In that 

respect it’s a bit of a let-down, but if you 

look at the earlier TSR games you'll 

notice they’re also very pixilated. 

Shadowcaster is smooth, especially on 

a 486 DX2, so | think there’s a lot of 
potential for its excellent game engine. 


As | said earlier, the game engine is 
excellent. | think people who have 
played Wolfenstein 3D will have no 
problems getting to grips with it, 
otherwise it takes a good 10 minutes to 
get used to, to stop spinning yourself 
round in circles due to it being so fast. 
The mapping facility is damn good and 
very useful, | just wish more games 


“IF YOU’RE LOOKING FOR ROLE-PLAYING IN THIS GAME, YOU DON’T STAND A 
CHANCE REALLY. IT’S PURELY ACTION-BASED AND IT’S GREAT FUN” 


The background of the actual game 
is sketchy and not very credible — most 
role-players could probably write better 
in their sleep! It’s very tenuously linked 
together (the shape-changing and 
whatever), but | suppose it gives some 
point to the game rather than just giving 
you morphing abilities for no reason. 


Kirt is human in appearance but holds the 
power to morph into six other forms. One 
of the few remaining shape-shifters, Kirt 
can heal his wounds when he is a human 
(albeit slowly), and this is the only form in 
which he can regain power. 

Kirt has the ability to jump as well as 
perform his powerful kick attack 





























would use this idea. Dark Sun had an 
auto-map thing, but the one used in 
Shadowcaster is much better, probably 
the best since Captive. 

The action is quite fast and furious 
and Shadowcaster has the best 
atmosphere in a game I’ve seen in a 
hell of a long time, what with the mist 


SHAPE-SHIFTING SHENANIGANS 


Although it may look quite harmless, 
the green frogman is surprisingly 
tough, can breathe underwater and is 
excellent in hand-to-hand combat. 
Kahpa can channel power into either an 
electric shock or sonic attack, both of 
which cause extra damage in water 
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and stuff like that. The underwater 
sections are excellent too, and make a 
welcome change from the rest of the 
game. Oh yeah, don’t forget the cute 
strawberries at the beginning — after 
beating them severely they run away 
into the corner and hide! 

If you’re looking for role-playing in 
this game, you don’t stand much 
chance really. It’s purely action-based 
and it’s great fun. OK, you're not getting 
the role-playing element, but you do get 
to kill a hell of a lot of things! I'd 
recommend it for hack ’n’ slash role- 
players — they'll absolutely love it.” 














Dave Renton is the 
hard-working 
editor of Role 
Player 
Independent 
magazine. Dave 
has played more 
RPGs than most 
people have had 
hot dinners, so his 
valued opinion is 
worth noting 












SSAIR 
Dragon-like in appearance, Ssair has no legs and 
therefore floats around the dungeon. It is tough and 
powerful, able to both withstand and inflict enormous 
damage. 

Ssair can breath fire at the expense of power, but can 
also whiplash its opponents with a strong tail attack 


The Maorin is a giant-sized cat with six limbs - two legs 
and four clawed arms. It is more resilient than its human 
counterpart and is also faster on its feet. However, the 
gigantic feline has a dislike for water and thus drowns 
quickly. 

Maorin has the gift of acute vision, allowing it to see 
things normally hidden to human sight. It can also jump 


Grost is a giant| eas 
stone golem - 
hard as rock |GROST 


and as strong 








Caun is humanoid in 
appearance, standing a 
mere two-feet tall and 
weighing 40 pounds. It 


The Opsis looks like a floating eye with tentacles. It is poor in physical 
combat, but is an excellent sorcerer. It can float, allowing it to pass safely 
over boiling lava and even float over the heads of ground-based enemies. 
Opsis can throw cold blasts or gaze into the eyes of enemies causing sheer 











is an ineffective fighter as a mountain. terror. It can cast a spell which slows down time, or create magical missiles 
but a skilled healer — in It can punch which blast the enemy. Opsis can cast the most powerful spell, the Death 
Caun form, Kirt will heal through solid Blow which melts almost any enemy with a single shot. Opsis can also sense 
10 times faster. walls and is the layout of the level, allowing it to map unvisited areas of the dungeon 
Caun also has the almost 

ability to jump, and to invulnerable to 

perform the power- physical 


attacks. It can 
also survive in 
extremely hot 


consuming rapid heal 
spell. In times of 
darkness it can create 














light, as well as a conditions. 

protective magical Grost can make 

shield. Using its agility, the ground 

Caun can grabs things tremor and the es 

through bars and sneak earth shake by x 

past enemies. It can stamping its ° * 
summon a swarm of feet, and can am | ‘ \ 
insects which can be paralyse an \\ 
directed to attack the enemy just by 

enemy touching it = 
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CLASH OF STEEL IS PROVING TO BE 


By 


A VERY POPULAR WWII 


WE ASK WHETHER IT WILL 


STAND THE TEST OF TIME... 





STRATEGY SIM. AFTER 


SPENDING MORE THAN A 


r 


ro SUPP( 





l @ of Steel is a strategic wargame 
: set in the European theatre 
during World War 2. Running 


; from September 1939 to August 1945 it 


puts you in the role of Supreme 
Commander of either the Axis or Allied 
forces in a series of stand-alone 


that each game turn is divided into a 
random series of impulses — each turn 
starts with an economic phase in which 
production points (the general resources 
available) are calculated and then there 
are a number of impulses which effect 
production. This gives COS an air of 


"THIS IS NOT ANOTHER TITLE BASED ON SSI’S ELDERLY GAMES ENGINE...IT’S A NEW GAMING 
SYSTEM THAT STILL BORROWS MUCH FROM BOARD-WARGAMING AND HAS SIMILARITIES WITH 
BOTH THIRD REICH AND HIGH COMMAND” 





scenarios, any one of which can then be 
continued as a campaign. 

This is not another title based on 
SSI’s_ elderly games engine (with 
Conflict in Korea being the latest title) 


This screen shows who controls what. The white area is the Axis controlled 
area shortly after the taking of Gibraltar and shows the anti-clockwise 
sweep along the Med, currently held up at Alexandria 








its a new gaming system that still 
borrows much from board-wargaming 
and has similarities with both Third 
Reich and High Command. 

The wargaming world stretches 
west to east from Ireland to Russia, and 
north to south from Norway to North 
Africa. The play area is divided into a 
hex system, with each hex representing 
approximately 50 miles. Each of the 
game turns is two months long. 

Clash of Steel (COS) is unusual in 


unpredictability that can keep you on the 
edge of your seat, and can thwart the 
most carefully laid plans. 

Playable as either one player Vs 
computer, or as two player the conflicts 
are basically land based, but there is a 
reasonable naval and lesser air power 
involvement. The scenarios are Poland 
1939, Fall of France 1940, Operation 
Barbarossa 1941, Drive to Stalingrad 
1942, Kursk 1943 and D-Day 1944. 
Winning is straightforward with the Allies 
victorious whenever Germany and Italy 
are conquered, and the Axis come up 
trumps if they conquer England and 
Russia. 

Terrain types play a large part with 
the usual city, river and mountain types 
plus ‘fort’. Each scenario has some 
fortifications already constructed, but 
engineer units can construct more, 
which when defended are particularly 
difficult to neutralise. To balance this 
there is a limited number of paratroop 
units that can disable the terrain effects 
of both forts and river hexes. 

The use of those precious resources 
or production points (PPs) is the key to 
success in COS. They are calculated at 
the beginning of each gaming turn and 
are based on the number of friendly 
cities, resource centres and convoys. In 
a conquered country all those PPs go 
ihe victor so the raison d’étre is rapidly 
established. 

The player must then allocate their 
PPs, with a chunk automatically being 
used up to re-fit battle worn units. The 
remainder can then be used to buy land, 
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DOS 3.3 or above, 2Mb, 386, VGA, Mouse 











Soundblaster, AdLib Sound Cards 


sea or air units, spent on strategic 
bombing campaigns or dedicated to 
research and development. 

Multiple rocket launchers, radar, 
panzerfaust, sonar, rockets, jet planes, 
anti-tank guns and heavy tanks can all 
have PPs used on them, and later as 
the results filter through units will have 
certain strengths improved. This 
resource management forms an 
important part of COS, and although 
individual scenarios may be won by 
ignoring such factors, the only way to 
‘win the war as opposed to the battle’ is 


cs WORLD WAR 2: 


$ VIBER 1939 — After a few attacks the Polish 
Brigades cannot compete with the more modern 
German Army — Guderian’s Panzers punch through and 
head towards Warsaw 


MAY 1940 - The Maginot Line is outflanked and the 
Germans head for the Eiffel Tower 
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Before any clash with the Bismarck, 
the HMS Hood and the Ark Royal 
protect the critical North Atlantic 


to formulate a_ definite 
strategy. 

The manual needs to be re-read 
several times to pick up all the subtle 
‘chrome’ rules that embellish COS. 
Other than the optional rules of Hitler’s 
Stand and Die Orders, and of the 
Japanese attacking Russia, there are 
special rules as regards Blitzkrieg, 
fortifications, Malta, special combat skill 
effects, Mulberry artificial harbours, 
British Homeguard and the results of 
research and development. 

Weather greatly effects gameplay by 
altering aspects including the colour of 
terrain, the number of impulses and the 
effectiveness of units. There is no 
stacking of units in COS so the playing 
area is uncluttered and is presented in 
good quality hi-res VGA _ graphics. 
Sound support is robust with a stirring 
movie-style soundtrack and effects that 
would not be amiss in a_ school 
playground! 

Naval units have their own display 
with the theatre split into various ports 
and sea zones. Movement and combat 
is very simplified with a single dice roll 
seeming to decide whether the U3 or the 
Warspite gets sunk. Ships can be put 
into one of three modes of 


ee wee : : , 
nee 


long-term 






SEPTEMBER 1939 — At the end of the third impulse in 
the same turn, Warsaw is surrounded and Poland is 

about to capitulate with hardly any losses — other than 
the good old Ark Royal which has sunk the U Boat ‘U1’ 


| st | ead 
JULY 1940 — Paris is taken and the Panzers can almost 


roam at will through Western Europe, but what’s that 
island there? 


North Atlantic 


North Sea 
Two elderly British battleships, 
HMS Nelson and HMS Malaya 
guard the waters around the 
base at Scapa Flow 


convoy routes 


South Atlantic 
A strong Allied task force - 
The Rodney, Valiant and 
Queen Elizabeth, unopposed 
in the shipping lanes 


NOVEMBER 1939 - With Poland now firmly under the 
Axis yoke, the Germans drive westwards. Using 
operational and reserve movement the attack on the 
Benelux countries is about to start 





SEPTEMBER 1940 — A Vichy government is installed 
and attacked. Reserves use Bordeaux as a staging 
post and the Italians join in. The German paras and the 
engineers are the most important axis units 






Western Mediterranean 
HMS Warpspite and the 
French cruiser Lorraine, 
hoth at combat readiness 
in Gibraltar 


JULY 1941... 





CLASH OF STEEL 


Baltic Sea 
The German Battlecruiser patrols the Baltic 

Sea keeping open a crucial convoy route. At 
the present a non-belligerent Soviet sub and 
light cruiser stand on station 


Black Sea 

Axis transports 
wait in port for 
the 
Mediterranean 
battles to be 
resolved 


Eastern Mediterranean 

Currently the busiest sea zone. The pride 
of the French Navy Dunkerque and Gacoine 
along with with Royal Navy HMS Repulse 
and aircraft carrier Glorious 


" scetiinel 
ne : 


NOVEMBER 1939 — Belgium falls and the Wermacht 
masses on the non-fortified frontier with France 






JULY 1941 - Gibraltar 
falls and Panzers use the 
land bridge to pour into 
North Africa. The Med 
may become an Axis lake 
as the Elite Italian Ariete 
division and Guderian’s 
tanks hammer eastwards 


JULY 1941 — Spain was a 
tough nut to crack (use 
diplomacy if you can) but 
now it’s full-throttle to 
the Rock. That single 
Allied unit is a 
beleaguered BEF with 
nowhere really to go 
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Upgrading your 
performance from 
the info/status 
screen, improves 
your unit’s 
strength points. 
You need 30 PPs 
and sufficiently 
high R&D in heavy 
tank and anti-tank 


PC PLAYER ISSUE TWO 


aggressiveness, from raiding, through 
transport and all-out combat. A couple 
of hypothetical ships are thrown in such 
as the never-completed Graf Zeppelin 
and the Sedylitz. 

Air power is represented with a 


generic ‘strategic bombing’ option 
where you spend PPs to attack one of 
a particular type of industrial target, and 
by ground strike which is conducted by 
individual air units. These are treated in 
a similar way to ground units and can 
be destroyed and created accordingly. 
Another nice touch in COS is the 
introduction of diplomacy in the politics 
options. At the start of each impulse 
you are awarded a number of political 
points that can be used in attempts to 





amphibious operations, sea transport 


and the important requirements for 
supply. Hardened wargamers will take to 
COS like a DUKW to an invasion beach, 
for others the subtleties may take some 
time to assimilate but it’s all fairly logical. 

As far as_ criticisms go, the 
presentation of Naval combat and 
movement is a bit off-putting and the 
use of an icon system to show combat 
resolution is confusing and _ not 
informative. Also, on the one hand the 
units are personalised with the use of 
well-known generals of the period and 
the naming of warships, but when it 


“EACH SCENARIO CAN LAST A COUPLE OF HOURS AND THE WHOLE OF WORLD WAR 2 COULD 
TAKE ABOUT 80-100 HOURS. THEY GET PROGRESSIVELY TOUGHER...” 


An alternative 
position to the one 
shown in our sample 
scenario where Spain 
has fallen in with the 
Axis. There are lots of 
extra Spanish units, 
useful for the meat 
grinder of the Russian 
Front 





‘persuade’ other countries to join your 
side. Each time you exercise diplomacy 
that country’s rating alters — once it 
gets to 100 points it then aligns itself 
with that side. Get your ‘persuasion’ 
wrong and you can irretrievably push a 
potential ally towards the enemy. 


Some detailed rules cover 





comes to the rocket units, instead of the 
German Nebelwerfer and Russian 
Katyusha all we get are MRLS. 

A small amount of additional detail 
would make a vast difference and 
enhance what is an extremely playable 
product. Also the 70 page manual could 
have had a much better layout and a 


Distribution of 
units and the 
complete 
battlefield 


larger tutorial or extra examples of the 
more subtle rules would have been 
welcome. 

Each scenario can last a couple of 
hours and the whole of World War 2 
could take about 80-100 hours. They 
get progressively tougher and the action 
in Russia gives a very good feel for just 
how much both Napoleon and Hitler 
took on. 

Well presented, Clash of Steel is not 
perfect, but it is a very enjoyable and 
addictive wargame that has 


considerable potential. So baton down 
the tank hatches, cry havoc and let slip 
the dogs of war... 


SCORE KKK 






The diplomacy map. Use the save game facility to 
save/restore until you get the political result you want 





-CLASH OF STEEL = CRACK OPEN THE ROCK ssnaccseleieen eae 


There are a couple of critically 
important locations in Clash of 
Steel. The bottleneck at 
Constantinople, the Russian cities 
of Leningrad and Stalingrad and 
the island fortress of Gibraltar can 
almost decide the eventual winner 
of the war. Here’s a closer look at 
the scenarios... 


GIBRALTAR 
Gibraltar is one of the most 
important hexes on the board as 





the gateway to the Mediterranean. 
If the Axis succeed in taking it 
(anti-historical of course), first the 
Axis have a safe land bridge into 
Africa, Malta (and its interference 
with Axis supply in the Med) can 
be taken out, Allied PPs take a 
nose-dive, the Allied fleet is split 
and the Axis one is joined. No 
other hex in the entire game is as 
important (although Leningrad is 
probably next) and the seeds for 
taking it must be sown early on. 


The conquest of Poland 
should be achieved quickly by 
throwing forward the Panzer 
divisions and softening up the 
under-equipped, but brave Polish 
divisions with the Luftwaffe units. 
As soon as you have taken 
Warsaw, transfer troops as quickly 
as possible back to the 
Benelux/French border and make 
sure that you are developing 
paratroopers. 

In the fall of 1939 hit Benelux 
with every Luftwaffe and Panzer 
unit you have. Now wheel anti- 
clockwise and sweep through 
France and onto Paris. Don’t 
waste resources on the units in 
the Maginot Line because they will 
eventually crumble when you have 
them surrounded, and the 
Fallscirmjager come into action. 

France can be tough because 
you need to take all cities before 
they capitulate — accept a Vichy 
government as soon as it’s offered 
(this removes ALL French units 
permanently and eliminates ALL 
Allied units in France!), then in the 
next breath declare war on the 
Vichy State. 

Now mass everything you’ve 
got on the Spanish border 
(including the Italians who should 


now have joined the fray) and with 
a little diplomacy Spain should 
throw its hand in with the Axis. So 
either by attacking or reinforcing 
the Spaniards throw everything 
towards Gibraltar. Rebase air 
power, use reserve and 
operational movement to get 
Panzers and some heavyweight 
army groups down there, attack 
from all sides and use paratroops 
to slog away and crack the Rock. 

Once Gibralter falls, the anti- 
clockwise sweep should continue 
as you roll the Afrika Korps 
through North Africa. Note that 
there is an error in the original 
manual — to conquer the 
Commonwealth you must also 
take Alexandria. Don’t leave your 
hard-earned prize unprotected, but 
if there are no Allied transports left 
in the Mediterranean after 
Gibraltar falls the rest of this area 
can almost be stripped of 
defenders after you push around 
to the east. 

As far as the Allies are 
concerned they must take the 
initiative with either holding up the 
Germans in 1939-40 or by being 
more aggressive in North Africa, 
but that as they say is another 
story. 
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PRODUCT 
| Fantasy Empires 
| 
SOFTWARE HOUSE 
SSI/US Gold 


| £35.99 


REQUIREMENTS 


Dos 5.0 Min, 4Mb Ram, 25Mhz 386, VGA, 
15.3Mb Hard Drive, Mouse 


SUPPORTS 


Soundblaster, AdLib, Roland Sound Cards, 
Up to two Joysticks 








Empires is set in the land of 
Mystara, a continent represented 
by a very colourful scrolling map 


divided into 98 different regions, which 
are then subdivided into 15 separate 
principalities. Each region is able to 
support or create a variety of troops, for 
example any region that lies within the 
Grand Duchy of Karameikos is able to 
create fighters, clerics and magic-users, 
whereas those regions encompassed 
within Rockhome can produce only 
dwarves. Clicking on the right mouse 
button over one of these regions will 
reveal their inherent characteristics. 
Once you've discovered which land 
areas produce the more sought-after 
races (ie magic-users), you will then 


realise the importance of securing these 
areas with your troops. 

You begin building an empire by 
forming a small army around your main 
forces and by training troops of fighters, 
elves, dwarves and magic-users and 
constructing defensive buildings, such 
as keeps, armouries and castles. The 
game is turn based, allowing you to 
utilise as many of the available options 
as necessary before surrendering 
control to another character. You can 
move your troops and send them on 
quests (which are useful for gaining 
experience points), plus a variety of 
other commands. 

As your empire steadily grows, so 
unfortunately do your enemies’ forces, 
therefore you must keep an eye on 
them as much as possible. Up to five 
players, human or computer-controlled, 
can participate in either a full campaign 
or a shorter pre-set scenario. Players 
can create their own characters using 
the in-depth character creation system 
bolted onto the game, and your 
favourite characters can be saved to 
disk for later retrieval. 

There is one character who watches 
over and keeps tabs on the entire game, 
and that is the Dungeon Master himself. 
Using what SSI claims are revolutionary 
Al routines, the Dungeon Master is 
there to offer advice throughout the 
game. If your empire is lacking in a 
certain department, the DM will tell you 
so (in a rather husky, mumbled voice 
that is sometimes hard to understand). 

Magic plays a huge part in Fantasy 
Empires and the Dungeon Master is 
there to provide it — ask him to invoke 
the book of spells and he draws it from 
the bowels of the earth (beautifully 
animated and extremely dramatic it is 
too), giving you the opportunity to select 


You can send messages to the other players or offer 
them a truce. This message system really comes into 
its own when two or more human players are involved 
in a game 











FANTASY EMPIRES 













Be aware of land value. If you ? 
secure a piece of land that 
allows growth of magic-users 
then you would be pretty = 
stupid to fill the land wit! | 
fighter-building armouries. : 
You will not be able to replace 
existing buildings unless they = ¢/ 
are destroyed by the enem 





Fantasy Empires takes the Dungeons & Dragons 
universe and simplifies the game engine into 
something akin to that of a more linear board game - 
let’s say Risk, for the sake of argument. When | first 
sat down to play this game my initial thoughts were 
that it was quite similar in style to US Gold’s 
Kingmaker, in the way you control shield counters and 
move them over segregated sections of an overall 
map. Some hours later my opinion had changed — 
Fantasy Empires may look similar, but it sure as hell 
plays very differently 
= 











Meteor Swarm and Creeping Death can 
be selected and-used on an enemy 
position. The Dungeon Master will then 
draw power from either the druid (blue), 
cleric (green) or magic-user (red) orbs 
before unleashing the spell in the form 
of an animated sequence. 

As your empire grows it is inevitable 
that you will come face to face with the 


“MAGIC PLAYS A HUGE PART IN FANTASY EMPIRES AND THE DUNGEON 
MASTER IS THERE TO PROVIDE IT - ASK HIM TO INVOKE THE BOOK OF SPELLS 
AND HE DRAWS IT FROM THE BOWELS OF THE EARTH, GIVING YOU THE 
OPPORTUNITY TO SELECT A SPELL FROM THE NINE AVAILABLE” 


a spell from the nine available. Although 
remarkably effective and polished, the 
DM’s animation tends to slow the game 
down, so the option to switch it off is 
welcome. 

Spells such as Death, Earthquake, 





DOUBLE, DOUBLE. 


opposition, at which point the display 
will switch to an overhead view for the 
battles. First of all you must deploy your 
forces throughout the field, either inside 
your battlements if you’ve got any or 
outside enemy castles if you're 










Rain burning rocks down onto your 
opponent with a meteor storm 


A huge swarm of flies carrying 
deadly diseases will kill them off 


TROUBLE 


If your army is lacking in numbers, 
raise the dead to swell your ranks 


For a full picture of the strength of 
the enemy, take a good look 


attacking. Battering rams and catapults 
can also be set up prior to attack to 
bombard the enemy. The joystick is 
used to control these overhead battles, 
with you taking the role of the most 
powerful member of your team with the 
aim of destroying the opposing forces 
with fireballs, double-handed swords, 
axes, arrows or whatever else at your 
disposal. 

If two human opponents are fighting 
each other, the display switches to a 
split-screen affair. The biggest problem 
with these battle sequences is that they 
slow down when the screen is full of 
sprites. There is an option to alter the 
character display ratio (ie 1:20 means 
that for every one man on screen, there 
are in fact 20 fighting for him), but on 
anything less than a 486 33, the slow- 
down still rears its ugly head. > 


aMINATE DEAD 





Stir up a humdinger of a storm to — 
smash the enemy castles 


Earthquakes are useful for 
destroying opposing encampmenis 
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Strategic Simulations Inc, founded by Joel Billings in 1979, is one 
of the software industry’s biggest success stories. It was formed 
with the goal of fulfiling the needs of war gamers like Joel 
himself, who were looking for ways to use personal computers. 
“Ever since SSI’s formation, we’ve always wanted to publish a 
spectrum of software for the sophisticated game player — not just 
war and fantasy games,” remarked Billings. Now, some 14 years 
later, SSI is on the verge of a product avalanche, with Fantasy 
Empires being just one of the eight games itplanstorelease _ 
around the Christmas period. 

















> Fantasy Empires does have a  gamedownso an option to toggle these 

number of flaws which, if they had been _ on or off certainly wouldn’t have gone 

ironed out, could have resulted in a amiss. 

game that was incredible rather than Fantasy Empires is an excellent 

one that is merely excellent! game, with the problems mentioned 
My biggest gripe with this game is above being relatively minor niggles 


“| REALLY ae PLAYING FANTASY EMPIRES, SO MUCH SO THAT | FOUND 
‘ ; 5 ; IT DIFFICULT TO TEAR MYSELF AWAY FROM IT TO WRITE THIS REVIEW. 

Split head battles can be painfully slow if the screen is full of 

saeacaant, Ne paeal at the bottom shows (left to right) current orders, CLICHED? MAYBE, BUT IT’S CERTAINLY TRUE!” 


immediate area scanner, shield status and battlefield scanner 





that at the end of a round itcan become __ that could really be put down to my own 
a real chore clicking through the impatience! The graphics cannot be 
numerous information boxes telling the faulted, they’re incredibly detailed and 
player that some new troops have been’ _ well animated — the way the undead 
trained or that someone-or-other has _ skeletons leap out from the ground is 
returned from a quest, especially if there superb, and the animated Dungeon 
are quite a few characters playing the Master is an absolute joy to watch. 
game. Maybe if there was a table that Building a massive army is a slow but 
appeared between rounds showing ALL _ satisfying process and useful strategies 
troop activities in one fell swoop, this —_ are easy to pick up. 

would speed things up a bit. These | really enjoyed playing Fantasy 
delays made me rather reluctant to Empires, so much so that | found it 
send troops on quests, which is _ difficult to tear myself away from it to 
essential for building up experience write this review. Clichéd? Spe bo but 
points. Spell animation also slows the _ it’s certainly true! SCORE KKK 


IN CONTROL OF YOUR ACTIONS 


Druid power orb 








Dungeon Master Magic-user power orb 


Cash Your forces 
Bisbee dae 








Cleric power orb 
Besecshiclasenile 
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| 








Construct Train troops Move troops Imperial vault - Cast spell View empire 
buildings | | 
Hero quests Region status Map options World map Messages/treaties Load/save Game preferences 














oBINION 





“The game engine seems fantastic. It’s 
really, really good. With it being basic 
D&D | didn’t expect too much from it, 
but | was pleasantly surprised! It’s very 
reminiscent of a game called Greyhawk 


Dave Renton is the 
hard-working editor of 
Role Player 
Independent magazine. 
Dave has played more 
RPGs than most people 
have had hot dinners, 
so his valued opinion is & 
worth noting 










however, is a really nice touch. The 
multi-player games | found extremely 
interesting, especially the way you can 
trade messages with other characters in 
the game. 


“MULTIPLAYER GAMES | FOUND EXTREMELY INTERESTING, ESPECIALLY THE 
WAY YOU CAN TRADE MESSAGES WITH OTHER CHARACTERS IN THE GAME” 


Wars that TSR brought out a while ago. 
It’s a typical, strategical war game type 
of program that, while not as advanced 
as a ‘proper’ war game, still packs a fair 
punch. 

The graphics are spectacular but at 
some points in the game they become 
quite bit-mapped. The Dungeon Master 





Pp 
enemy. Although this spell doesn’t actually destroy 
any buildings, it’s a very effective eradicator of 
enemy troops 





ian 
Choosing a scenario will load up a pre-defined empire 
and characters. You'll have a specific objective and a 
certain amount of time to do it in. These scenarios are 
relatively short (campaign games can go on for days) 
and are useful for learning the game’s subtleties 





Moving troops from one place to the next is done by 
transferring them from the present scroll to the 
destination scroll. The left mouse button transfers 
them quickly, the right one moves the entire battalion 





If people enjoyed Greyhawk Wars, 
then | think they should seriously look at 
Fantasy Empires. As far as I’m 
concerned, this is one game that I’m 
going to be playing for quite a while to 
come. I’d recommend it to a whole 
spectrum of gamesplayers — SSI has 
done a good job with this one.” Bl 





There are a number of different view modes available 
to show your empire’s region status. These 
differences are shown by changed shield displays -— 
here I’ve chosen to view buildings and troops only 





your troops on quests is essential for gaining 
experience points..And what are experience points? 
They increase the level of character, with level eight 
being tops 























It’s a good idea to check through the character stats before choosing your 
computer-controlled opponents. Initially | dived straight in, and without 
realising, chose the strongest, most invincible Non-Player Character (NPC) in 
the entire game! 


: ti tet ty 
The overhead battle sections are great, but slightly 
flawed. You can be controlling quite a high-level 
fighter when all of a sudden, he is instantly killed by 
an undead soldier. Am | doing something wrong here? 





Check out the 
wonderfully fluid 
animation as you raise 
az undead soldiers to 
join your army. They 

| force themselves out 
of the ground and leap 
= up into the air! 





Training troops costs money and time. The higher the 
character, the longer the wait. All troops in the 
process of training are shown in a table with the 
estimated time of arrival displayed alongside 
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Action Replay has a powerful CHEAT FINDER fechire thot. Allows yob to play, a game 


actually scans t rough the: game jin its FROZEN SeNiaent abou! 10% to full speed. 



































“finds the locatians thar control lives; ammo, objects etc. ete. ++ 7 aR Ws 

in fact anything within a game tht oe counted! The | MONITOR FEATURE 

unique|CHEAT GENERATOR then gives you a cheatcode | aan the entire Contents bf memery i in its berth ste. 
¢ that game. Simply press a key fo restart the game and X-or-disa ineludes-o-memtory sontch— 






you are invinciblel! Cheats can be saved to disk or entered facility. Output to printer lee 
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|__ AFTER THE SUCCESS OF 
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FLIGHT SIM, ACES OF 
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~ Aces Over Europe | 
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Sierra/Dynamix ; Bit 
: | THAT THE AERIAL WAR 
r— PRICE 
£44.99 ———- 
L : —— BEING FOUGHT ON 
REQUIREMENTS ee 
Dos 5.0 Min, 2Mb Ram (600k Base Memory), | i, 
| : 386, VGA { THE OTHER SIDE OF ome 
SUPPORTS os 
Soundblaster, AdLib Sound Cards, Joystick, | 
Flightstick, Flightstick Pro THE POND SHOULD BE 
| 
| 
| REPRESENTED. HENCE, 















WAS BORN. 






Most of the time| 








you'll be flying as| 
part of a flight. 
This way, 
maximum damage 
can be inflicted on 
Pe deat | E88 BB WS modern day air combat, fighter 
inhi | \ bd BH pilots in the Second World War had 
sae oa aN Mi to rely on their wits and sheer flying 
allows you to get| skills to win an airborne battle. There 
into some serious) | | was no radar, no guided A-A missiles 
dogfighting action and no chance for another go if you 
with the| screwed things up. Don’t get me wrong, 
knowledge that} 


I’m not taking anything away from the 
pilots that flew numerous sorties in the 
Gulf or any other recent military conflict, 
it’s just that dogfights in a prop-driven 
aircraft with only a machine-gun or 
small bore cannon for company called 
for a completely different set of flying 
skills from the pilot. 

World War II flying was much more 
akin to the ‘seat of the pants’ flying that 
the old barnstormers of the early 
aviation era exhibited. Every battle took 


you'll have a| 
wingman with you| 
to watch your 
back 
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The P-51 is a very fast and agile fighter 
aircraft, and is ideally suited to both 
ground attack and air superiority. 
However, a problem arises when diving at 
a near vertical angle towards an enemy 
ship, because somewhere along the line 
you have to sacrifice safety for weapon 
accuracy. It’s a tough job! 


place within a much smaller airspace, 
and before you could even attempt to 
destroy your adversary you had to be 
able to see him — as opposed to modern 
air combat, where most encounters take 
place beyond visual range. Taking all 
this into account, it’s surprising that a lot 
more flight and fight sims haven’t 
decided to take WWII as their starting 
points and placed a heavy emphasis on 
dogfighting and air combat manoeuvres. 
Sierra’s last flight sim, Aces of the 
Pacific, gave you the opportunity to 
engage in a good old-fashioned dogfight 
with the enemy, but because it was 


flights to vehicle viewing screens and a 


career option. This is one feature that’ 


sets Sierra games apart from the rest, 
and what with flight sims getting more 
complex and requiring an ever-growing 
array of options to be decided upon 
before even getting into the cockpit, it is 
comforting to have something that you 
feel familiar with greeting you when the 
game first boots up. 

Flying a prop-driven aircraft on a 
mission, whether it be a ground strike 
requiring you to bomb a munitions 
factory or escort a bomber, is not easy. 
To this end, there is a plethora of single 


“IF YOU MAKE A MISTAKE WHEN DROPPING A BOMB ONTO AN ENEMY 
FRIGATE, THEN REST ASSURED THAT THE ESCORTING GUNBOATS WILL DO THEIR 
DAMNEDEST TO BRING BOTH YOU AND YOUR BIRD DOWN 
WITH AS BIG A SPLASH AS THEY CAN MUSTER” 


predominantly a simulation of American 
and Japanese aircraft from the period, it 
lacked something that all British aviation 
buffs adore — Spitfires. 

Well, all that has now been put right 
with the release of Aces Over Europe 
(AOE), which gives potential RAF 
wannabes the chance to engage 
German fighters and bombers with a 
variety of planes, including of course the 
aforementioned saviour of the Battle of 
Britain and a couple of new American 
fighters also thrown in for good 
measure. 

Anyone already familiar with the 
Great Warplanes series will feel 
instantly at home with AOE, due to 
Sierra having gone to great pains to 
ensure that the user-interface is 
consistent throughout its flight sims. The 
initial game screen contains all the 
usual choices, ranging from practice 








Train busting was the task set, and a P- 
47 was the plane that was put up to do 
the job. The P-47 was a very heavy, 
well-armoured plane and what it lacked 
in speed it more than made up for in 
sheer firepower and damage resilience. 
After using the autopilot feature to 
travel to the target, the train has 
become visible and the attack run is 
starting. The problem is knowing when 
to release the bomb, because without 
any form of aiming device it’s a 
question of guess work 








The trick in dropping bombs is to fly in 
to the target very low. This way, almost 
as soon as the target drops out of your 
line of sight due to your plane flying 
over the top of it, the bomb can be 
released with a fair chance of success. 
Of course, the downside to all this is 
that the blast radius from a 2501b bomb 
is far greater than the height that you 
are currently flying at, meaning that as 
soon as the load has been delivered you 
should increase your altitude by as 
much as possible 


missions that can be attempted to give 
you a feeling of how things should be 
done in a plane that has no afterburning 
capabilities and nothing to help with 
your aim other than a dumb, iron sight. 
As always, it’s important to make use of 
these, especially as they have no effect 
on your pilot rating. 

In most singular missions found in 
other sims, the enemy has usually (but 
not always) been reduced to nothing 
more than a passive bystander, thus 
allowing the trainee pilot to reduce even 
the most heavily defended installation to 
a smouldering pile of rubble with little or 
no feel for how rough things are going 
to get when the honeymoon is over. 
AOE doesn’t make things as easy as 
this. Missions are there to simulate the 
real conditions of battle, and because of 
this, enemy activity (whether it be Allied 
or German) is fully implemented. If you 





home 





The results of the bombing effort can 
be seen here. Two of the train 
carriages have been destroyed, with a 
couple more derailed. Trains 2re 
considered ‘soft’ targets because of 
the distinct lack of defences that they 
support. Any pilot worth his salt should 
be able to hit an object that doesn’t fire 
back, even if it does happen to be 
moving at over 60mph. That’s all the 
mission planners required of the flight, 
so it’s time to bug out and head for 


make a mistake when dropping a bomb 
onto an enemy frigate, then rest 
assured that the escorting gunboats will 
do their damnedest to bring both you 
and your bird down with as big a splash 
as they can muster. 

As well as these, there are also 
training missions that give you the 
chance, without any enemy intervention, 
to practice such things as _ aerial 
gunnery, ground attack missions and 
what is perhaps the most important air 
manoeuvre of all, landing. 

Although the single missions and 
practice options enable tactics to be 
worked out and practised, sooner or 
later you will want to choose a career 
and try to stay alive through as much of 
the war as you possibly can. AOE, as 
the name suggests, takes place in, or 
rather over, Europe any time between 
1940 to 1945 — exactly when depends 
on what type of career you choose in 
the first instance. 

Deciding whether to play an Allied or 
a German pilot will give you access to 
the relevant aeroplanes that the sides 
were fielding during WWII. For the 
aficionados among you, American pilots 
can fly the P-51, the P-38 or the P-47, 
with RAF flyers being accommodated in 
Typhoons, Tempests or Spitfires. 
Finally, the German pilot can choose 
between various incarnations of the BF- 
109, the FW-190 and the world’s first 
operational jet fighter, the Me-262. > 


Another view of the carnage, this time 
seen from an aerial platform. As you 
Can see, as soon as the bomb was 
dropped the P-47 increased altitude so 
as to be free from the effects of the 
bomb blast. A nice feature of the replay 
system is the ability to pan around any 
object that you are currently centred on 
with the use of the joystick. Simply 
keep the fire button depressed and use 
it in the same way as you would during 
the game, with left panning the camera 
around left and so on 














Most flight sims 
nowadays have 
flight recorders 
incorporated 
into them, and 
Aces Over 
Europe is no 
exception. 
Although not as 
powerful as the 
recorder in 
Falcon 3.0, it is 
nevertheless a 
very user- 
friendly gadget 
that allows you 
to relive all your 
favourite 
dogfighting and 
bombing 
moments over 
and over again, 
from multiple 
viewpoints. 





PAGE 71 


LZ A9WVd 


Perhaps the 
most difficult 
tasks are the 

bomber 
intercept 
missions that 
were 
undertaken to 
try and prevent 
the allies from 
turning 
industrial cities 
like Dresden 
into flattened 
ruins, 
Numerous B-17 
bombers took 
to the skies in 
an attempt to 
force the 
German 
industrial 
machine to 
grind to a halt. 
Escorted by P- 
51s, these very 
heavily 
armoured air 


convoys 
presented real 
problems for 
the German 
pilots. 





PC PLAYER ISSUE TWO 


The aircraft depictions 
are, as | said in the 
review, excellent. Here, 
a P-38 Lightning goes 
through its paces, with 
the Gouraud shading and 
the light-sourced 
shading visible. It really 


t The airfields show a distinct lack of detail when 
ba does look stunning! 


compared to most other games of this genre. 





Scratch one Gereran domder! 





» From here, it’s a case of carrying out 
assigned missions that will ultimately 
affect the outcome of the war. If, for 
instance, your flight has been assigned 
to carry out a ground support mission 
on the beaches of Normandy but this 
results in a failure, consequent missions 
will be affected by this pivotal point in 
the proceedings, making subsequent 
sorties all the more difficult. 

Added to this is the importance of 
keeping your pilot alive. Getting shot up 
and having to bail out seems like a 
matter of course nowadays, what with 
the life support equipment available to 
the pilot and the complex ejection 
systems fitted to modern military 
aircraft, but in a World War II plane it is 
very dangerous. Ejecting from your 
stricken WWII aircraft doesn’t always 





One of the ways to ensure that the mission was a 
success was to pack the skies with as many of your 
side’s planes as possible. In this instance, a FW-190 
is seen supporting a couple of bombers on the way to 
the attack point. By coordinating attacks with 
multiple aircraft, the chances of knocking the 
bombers out of the sky, or even forcing them to abort 
their bomb run, was increased 





guarantee that you’ll be any better off 
than if you had stayed with your 
faltering machine. 

The strength of a lot of the latest 
flight sims relies on their ability to 
convey an accurate picture of the 
surrounding world to the computer pilot. 


Most notable by its absence is the ATC tower 
which, if nothing else, should be included for 
the sake of accuracy 





programmers have just added what little 
detail there is as an afterthought on a 
Friday afternoon. There is very little of 
anything on the ground — Europe was 
never like this as far as | can remember 
from history lessons at school! The 
entire landscape in AOE is made up of 


“AOE, WHILE MANAGING THE ‘EXCELLENT-LOOKING AIRCRAFT’ BIT, LACKS 
GROUND DETAIL TO SUCH AN EXTENT THAT IT APPEARS THAT THE 
PROGRAMMERS HAVE JUST ADDED WHAT LITTLE DETAIL THERE IS AS AN 
AFTERTHOUGHT ON A FRIDAY AFTERNOON” 


TFX, for example, stuns the player with 
complicated ground shading including 
structures and mountains, as well as 
some superbly depicted aircraft. AOE, 
while managing the ‘excellent-looking 
aircraft’ bit, lacks ground detail to such 
an extent that it appears that the 


CUTTING THROUGH THE FLAK 


od 





This, believe it or not, is meant to represent one of 
the major cities of Germany. As you can see, it has 
not been very well portrayed, with only a group of 
blocks going to make up the intricate pattern that 
would indicate a city from the air. By scaling down 
the ground detail you would have expected the game 
to run ai a fair pace, but unfortunately it is very slow, 
even on a fast 386 





bland colouring with the occasional city 
thrown in for good measure. Even the 
cities which are portrayed in a kind of 
chequered board on the ground are 
nothing to write home about, serving no 
other purpose than to emphasise how 
horrendous the ground is. 






From the cockpit of the 190, the bomber formation is 
clearly visible in the distance. One of the safest ways 
to try and disable, or at least dissuade a bomber from 
completing its mission was to try and attack from the 
Safest position, which in the case of the B-17 was 
from underneath the tail gunner. By doing this, the 
fighter didn’t give the other gun positions any chance 
to get any shots off 


The map screen gives you the |" 
nature of the mission to be - 
undertaken by outlining the — 
flight plan. Rendezvous point: 
along that route and © 
reconnaissance photographs | 
(if any) that should make 
identifying the target tha’ 
much easier are also show! 


The aircraft, on the other hand, are 
absolutely gorgeous. Although mainly 
polygonal in structure, they are overlaid 
in Gouraud shading, with bit-mapped 
insignias and wing decor all adding to 
the effect. All the aircraft in AOE feature 
light sourced ray-traced graphics, 
meaning that the aircraft are shadowed 


not really what the new breed of 


simulators are all about. Then when you’ 


look at AOE’s aircraft in comparison to 
the best representatives of the flight sim 
genre, the whole thing starts to feel very 
unfinished. 

The missions included in the 
package are also a little generic, and 


4.010 STAND ANY KIND OF CHANCE IN THIS VERY SPECIALISED NICHE A GAME 
IS GOING TO HAVE TO BE EITHER VERY ORIGINAL OR VERY GOOD. 
AOE IS NEITHER” 


and highlighted according to where the 
sun is in the sky, giving them a very 
‘real’ look. However, if not for these 
superbly presented planes, AOE would 
look very ordinary indeed. 

Right, so the graphics are a very 
mixed bag, but the important thing is to 
establish how well it actually plays. AOE 
plays, unfortunately, exactly how it 
looks. While it is not a bad game, the 
lack of clear and realistic graphics 
coupled with the repetitive nature of the 
gameplay tends to let the whole thing 
down somewhat. As sad as it might be, 
most flight simulations nowadays are 
merited on their presentation first and 
their flight models and_ playability 
second. As this is the case, AOE falls at 
the first hurdle. 

Before seeing AOE, | would not 
really have believed that a flight sim 
could contain such a hotchpotch of 
graphics. OK, so it’s a WWII air combat 
simulation, and the chances are that 
when dogfighting you would have 
neither the time nor the eyesight to pick 
out individual buildings and streets in 
cities below you, but a sim of this sort 
needs something to convey a feeling of 
height to the player, especially as it 
includes low-level strafing and bombing 
missions — flat, green landscapes are 


As the bomber formation gets closer, it’s important to 
keep an eye out for any enemy escort fighters that 
could be in the area. B-17s never flew without a 
fighter escort, due to the fact that on one mission 
earlier on in the war, a squadron of 230 B-17s 
attempted to penetrate deep into German territory, 
resulting in 60 bombers being shot down with the loss 
of 600 crewmen. The FW-190 had proved its worth! 





coupled with the fact that the game runs 
relatively slowly on a 386 (something 
that Aces over the Pacific (AOP) 
managed to overcome. Isn’t this a 
backwards step?), it all gets rather 
lacklustre a little too quickly. The flight 
model appears to be very simplistic, 
with no attention being paid to weight 
distribution or other things such as 






The Me-262 Komet was the world’s first production 
jet. Capable of speeds of over 500mph, it was a 
formidable enemy. The only thing that let it down was 
the very unreliable powerplant 


While discretion may be the better part of valour, 
complacency towards 70 tons of armed aircraft often 
results in a swift and sudden downward spiral. 
Although not manoeuvrable in the slightest, B-17s did 
pack an extremely big punch which often resulted in 
people on the ground witnessing something much akin 
to this scene here. They weren’t called ‘Flying 
Fortresses’ for nothing 








ACES OVER EUROPE ~ 











temperature, that would affect the flight 
characteristics, even when the realism 
is set to high. The dogfights also lack 
that certain little ‘something’ that makes 
dogfighting so exciting. 

It's a shame, because after seeing 
AOP, | expected a whole lot more from 
AOE. Things just haven’t been taken far 
enough, and the two games are so 
similar as to be almost identical. If 
you’ve already got AOP, then think long 
and hard about whether the extra 
planes and the new scenarios of AOE 
are really worth investing in. With so 
many top-class flight sims around at the 
moment and a veritable truckload due 
for release over the next year, to stand 
any kind of chance in this very 
specialised niche a game is going to 
have to be either very original or very 
good. AOE is neither, it's an OK game — 
but only just. SCORE * & HK 


Attacking ships is a lot harder than it appears. What you can’t see from this 
screen shot is the two gunboats located on the blind side of the freighter, 





editorial 
deadlines, we 
were unable 
to get an. 
expert to 
comment on 
the realism 
factor of Aces 
Over Europe. 
To rectify this 
situation we 
will present 
an in-depth 
comparison 
between Aces 





Hannay pilot 


with 4% f 
experierice of 
many WWII 
aircraft),in 
issue tie of 


PC Player. 


waiting for me to overfly them so that they can let rip with everything that 


they’ve got 


While the bomber crews were rejoicing at there being 
one less threat to think about, the unfortunate pilot 
had to worry about the unenviable job of bailing out of 
his stricken aircraft. Cockpits were extremely small, 
and even fitting a parachute into one was sometimes 
not possible. If the damage to the plane was only 
moderate, there may have been the chance of a ‘dead 
stick’ landing in a field, otherwise it was curtains 
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Spock’s nerve pinch comes in extremely handy. One 
of the ways of escaping from the brig is by grabbing 
the guard by the neck, causing him to collapse to the 
ground unconscious. Later on, the guards walk closer 
to grab your weapons and yet again fall victim to 
Spock and his amazing nerve pinch 
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Star Trek 2: Judgment Rites 








£39.99 





REQUIRE: MEN ITS 
Dos 5.0 Min, 2Mb Ram, 33Mhz 386, 
VGA, 15Mb Hard Bisk_ 
SUPPORTS 
Mouse (recommended), | 
Soundblaster Sound Card | 





mw , a B® WH how co things gain a 

1m | ms cult status? Star Trek 

Jy | om | l — could without a doubt 
be defined as a cult television show, 
with a following of Trekkies who will do 
virtually anything for Willy Shatner and 
his crew. | personally think it’s perhaps 
a little extreme to dress up in ‘authentic’ 
Star Fleet uniforms to attend the annual 
Star Trek convention, but if it keeps 


: ‘ pear be 5 v 
[3s cid fa VA il 
Watch out for the guards! Their phasers are only set 
» ‘ ; to stun, but as soon as Kirk is shot the game ends. 
j Thankfully they aim for Spock and Bones first, giving 
Kirk a chance to run away 








them happy, who cares? Besides, Star 
Trek is so massively popular now that 
you cannot ignore it — with six motion 
pictures, three different television series 
that have been running for as long as 





KIRK AND COMPANY 


COME OUT OF 


RETIREMENT TO BOLDLY 


CAPTAIN THE USS 


ENTERPRISE. 


same, only bigger. Still commanding 
Kirk, Spock and co, Judgment Rites is a 
cocktail of two parts graphic adventure 
mixed with a dash of space combat. 
Starting on the bridge of the Enterprise, 


“...WITH SIX MOTION PICTURES, THREE DIFFERENT TELEVISION SERIES AND 
MORE TO FOLLOW, IT’S NOW TIME FOR THE SEQUEL TO INTERPLAY’S 
EXCELLENT POINT-AND-CLICK ADVENTURE, STAR TREK: 25TH ANNIVERSARY” 


many of us can remember and yet more 
to follow, it’s now time for the sequel to 
Interplay’s excellent point-and-click 
adventure, Star Trek: 25th Anniversary. 
Judgment Rites is more of the 





Don’t lower the force field surrounding the cage 
containing a mutated flesh-eating human hater - it’s 
got four clawed paws, massive fangs and its name 

suggests that it doesn’t really like biokes that much! 





Uhura is hailed by a ship in distress — 
the Alexander, one of Star Fleet’s own. 
The captain appears on screen, his 
face encrusted with blood, warning Kirk 
and his crew that Star Fleet will be 
destroyed within eight days. Seconds 
later the Alexander explodes. 

What now? Spock, as always, 
knows what to do. Before the Alexander 
was destroyed, Spock tapped into its 
navigation computer and downloaded 
the co-ordinates of its destination. 
Giving Chekov these co-ordinates and 
cross-referencing with the star map in 
the manual, Kirk can warp to light 
speed and arrive at the first port of call, 
the orbiting Espoir station. 

In a sort of Wrath of Kahn-type plot, 
one of Kirk’s old acquaintances is using 
a converted tractor beam to rip apart 


the Enterprise, giving Kirk no other 
choice but to surrender in order to save 
the lives of his crew and the ship. Spock 
and Bones McCoy are transported 
down to Espoir along with Kirk, joining 
the unfortunate captain in the brig 
where he’s been thrown by one of the 
giant Valaine guards. 

Through a series of icons, Kirk can 
look, talk, use or pick up an object. He 
can also give orders to Spock or McCoy 
by simply clicking on the use icon, then 
on the character, followed by the object 
you want to interact with. For instance, 
you can get Spock to operate a 
computer or get Bones to use his medi- 
kit to patch up one of the crew 
members. 

Unfortunately, all three of them are 


meen KLINGONS ON TB 


Any damage When all power 
sustained by is drained from 
the Enterprise here, phasers 


is shown here areuseless 


Phaser 


aces 


stuck behind a force field at the 
moment, with all their belongings locked 
up outside with the guard, but Kirk, 
silver-tongued charmer that he is, can 
talk his way out of many situations in 
the game. The talk icon, a mouth which 
chats silently to itself, can be clicked on 
any of the characters present. McCoy 
and Spock will offer advice on the 
current situation, while Kirk has a 
number of different dialogue boxes to 
choose from, each one tackling the 
conversation from a different approach. 
It’s no good threatening the guard — foul 
up and it may be worth saving until Kirk 
can talk his way out of the brig and grab 
his phaser, the two tricorders and the 
communicator. 

The phaser has two settings — kill 


This 
indicates the 
position of 
enemy ships 


and stun. However Star Fleet does not 
endorse murder without reason, so it’s 
worthwhile just using the stun setting for 
now. The tricorders, one of which 
belongs to Spock and the other to 
McCoy, allow you to tap into computer 
systems and hopefully gain valuable 
information, such as passcodes. The 
tricorder in the hands of Bones can 
analyse a patient in order to tell the 
doctor exactly what the problem is, so 
he can then use the medi-kit to cure 
them. 

Although there are only three of 
them, Kirk, Spock and McCoy can 
quickly and easily overpower the guards 
using their wit, intelligence and of 
course their phasers. Then Brendell can 
be confronted and his scheme to attack 
Star Fleet foiled. How? That would be 
telling, but before long Kirk is back on 
the bridge of the Enterprise with a new 
mission to accomplish. This is the 
beauty of Judgment Rites — there are 
loads of missions to complete. Nearer 
the end more crew members (including 
Chekov, Sulu, Uhura and Scotty) will 
beam down with you, while all will be at 
your side during space combat. 


RD BOW 


Photon torpedoes When an 

can only be enemy vessel 
launched if power fills the 

is channelled here screen, fire! 


Photon = 
Torpedo 
paaee 


View Screen 








Spock gives Kirk 
valuable advice and 
also analyses enemy 
ships with the computer 


Chekov is the 
weapons officer and 
also handles the 
ship’s navigation 


Kirk is the captain and 
dishes out the orders. 
He also chooses who 
travels in the teleporter 


Lieutenant Sulu is 
the ship’s helmsman, 
controlling impulse 
power and shields 


Scotty can repair 
damage and 
kick-in 
emergency power 


| 
To talk with Star Fleet * \ 
and other vessels, , \ \ 
use communications 

officer Uhura 





Banh: 
OPERATIONAL 
OPERATIONAL 


Although ship combat is featured very 
little, it is vital to learn how to deal with 
enemy ships. Arming weapons and 
raising shields is the first step to 
success, followed by locating the 
enemy on the radar which appears in 
front of Kirk. The Enterprise is armed 


“THANKFULLY JUDGMENT RITES ISN’T ONE OF THOSE 
GAMES THAT RELIES TOO MUCH ON TRIAL AND 
ERROR. MOST OF THE PUZZLES ARE FAIRLY LOGICAL 
AND CAN BE WORKED OUT JUST BY USING 
A BIT OF BRAIN POWER” 











The commander of the 
Espoir station, James 
Munroe, is under the 
control of Brendell. 
Brendell is the power- 
crazy scientist hoping 


to destroy Star Fleet 


with phasers and photon torpedoes, the 
latter being more powerful but taking 
longer to recharge. More often than not 
the Enterprise will be damaged during 
battle, although Scotty can attempt to 
repair any of the damaged systems 
while the fight ensues. Be warned, the 
Enterprise is an old ship and can’t take 
that much damage — too many 
torpedoes can rupture the hull, sucking 
the crew out into space and inevitably 


their demise. Hopefully you saved 
before you went into battle. If 
not...oops! 


Thankfully Judgment Rites isn’t one 
of those games that relies too much on 
trial and error. Most of the puzzles are 
fairly logical and can be worked out just 
by using a bit of brain power. The game 
can be progressed through at a 
reasonable rate, without having to 
constantly phone up hint-lines or glance 


in the next eight days jam 


at the tip book. The icon system is OK, 
although | did find it a bit slow and long- 


winded at times. Having to click back 


and forth to use all the characters can 
often be a pain in the rear, even when 
you’re using the hot-key short cuts. 
However, if you’ve played the first game 
you'll have no problems here. 

Graphically, Judgment Rites is 
pretty good, using caricatures of the 
Star Trek casts which are all nicely 
animated. The sprites are chunky when 
they get close to the screen, but the 
animation is generally good, despite 
being prone to slowing down a little 
when the screen is cluttered. As for the 
backgrounds, while being colourful and 
bold they’re not particularly outstanding, 
although | suppose they do fit in with the 
graphical style (which is virtually 
unchanged from the original). 

While on the subject of presentation, 
various sound effects have been 
borrowed from the TV series, such as 
the doors making a ‘Psst’ noise when 
they slide open. There are no faults in 
this department, and even the rendition 


of the theme tune is passable. On the 


whole, Judgment Rites is basically an 
extension of the first game with new 
missions. It’s not too easy, including 
quite a few tasks to tackle thus ensuring 
longevity. Star Trek: Judgment Rites is 
an excellent adventure which will appeal 
to any fans of the genre, not just 
Trekkies. SCORE KKK 
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Captain, 
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: KLINGON D-7 

: Aha, a little mistake I’ve found! The Klingon D-7 

: Bringer of Destruction never had a cloaking device in 
: the series, but it’s got one in Judgment Rites. Like all 
: Klingons, the D-7 ship is a formidable opponent 





: ROMULAN BIRD OF PREY 

: The Romulan Bird of Prey is also equipped with a 

: cloaking device which hides it from your scanner and 
: makes it impossible to see. It is armed with a plasma- 
: beam weapon which easily rips through the 

: Enterprise’s hull 





: As soon as the shields drop, the Enterprise is in 

: trouble. I’ve warned you about the vicious Klingon 
i Commanders — not satisfied with crippling your ship, 
: they’ll finish you off with a couple of photon 

: torpedoes 


Beat Ws mS : 
Phew, that was a close shave. A Romulan Bird of Prey 
flies past the Enterprise, narrowly avoiding a deadly 
collision. Rip open its underbelly with a pair of well- 


aimed torpedoes 


: a 2 rt Se ee 

: The crackle at the top of the view screen indicates 
i that sensors are failing. Get Scotty on the case and 
: tell him to repair them quickly! 





WHAT IS CD-ROM? 

CD-ROM is a storage technology for large amounts of information, 
which can be accessed from a PC via a CD-ROM drive. CD-ROM 
technology uses Compact Discs (CDs) as its information storage 
medium. These disks can store high resolution colour images, 
millions of words, full audio sound tracks and much, much more. 


THE CD-ROM ADVANTAGE 


There are numerous advantages in having a CD-ROM drive. CDs can 
hold the equivalent of up to 600 floppy disks and software developers can 
design more sophisticated and complex programs to take advantage of 
this large storage capacity. Cheap production costs, compact design and 
the practically indestructible nature of CDs also makes them ideal for 
software storage. 


KODAK ProtoCD COMPATIBLE 

Kodak have recently introduced a new technology called Kodak PhotoCD. 
This allows normal photographs from a camera to be stored on CD discs, 
which can then be viewed on your PC. Photographs can be enhanced or 
manipulated using KODAK ACCESS or GRAPHICS WORKS software, to 
give you the results you need for your business presentations or the 
“family album”. 


MULTI-SESSION COMPATIBLE 


Some applications require that the information written to a CD-ROM is 
updated on more than one occasion. This involves several or ‘multi’ 
sessions of writing to the disc. All four CD-ROM drives featured are 
multi-session compatible, which means that they can read all of the 
information which has been written to a CD in this way. Inferior, single- 
session drives can only read what was originally written on the first 
session, not the information added on subsequent sessions. Applications 
such as Kodak's PhotoCD, which can update CDs with additional 
photographs, require a multi-session drive to read all the information 
which may be stored on the disc. 


MULTIMEDIA (MPC) COMPATIBLE 

The Mitsumi, Panasonic and Sony CD-ROM drives are ready for all types 
of multimedia applications. They are fully compliant with the Multimedia PC 
(MPC) standard, full compatibility with existing and future multimedia 
programs. 


REELMAGIC COMPATIBLE 


All four CD-ROM drives featured here are fully compatible with Ree!lMagic, 
making them ideal drives from which to run the next generation of future 
software that ReelMagic makes possible. 


DOUBLE SPEED TRANSFER 


Double Speed Transfer indicates that a drive is able to stream data from 
the CD-ROM drive to the computer up to twice as fast as a single speed 
CD-ROM drive. The most obvious benefit of dual speed can be seen 
when viewing AVI or Quicktime movies from CD-ROM. MPC Applications 
that need high speed transfer of graphics and audio data, such as the 
latest photo-realistic games, will also benefit from the increased data 
transfer rate of double speed drives. 


DO | NEED AN INTERFACE CARD? 


The four CD-ROM drives shown on this page do not require an additional 
interface card when used with a PC sound card, eg the Sound Galaxy 
range, which includes an appropriate Mitsumi/Panasonic/Sony interface. 
The Mitsumi CD-ROM drive includes a 16-bit AT interface card as standard. 
The Sony CDU-31A-02 drive comes with a Mediavision 16-bit stereo sound 
card and therefore, does not require an additional interface. The Panasonic 
and Sony CDU-31A-03 drives do not include interface cards and would 
therefore need to be used with an appropriate sound card, eg the Sound 
Galaxy range (Sony drive has a Sony/Mitsumi adaptor), or an interface 
card, both of which are available from Silica. AT interface card for 
Panasonic or Sony CD-ROM Drives - CDR 4072 £19.95+VvaT. 


EASY TO INSTALL AND USE 


All the drives are easy to install. Just slide them into a spare 5.25" drive 
bay in your PC*. They do not require disc caddies and disc loading is via a 

| manual slide mechanism on the Mitsumi drive and a motorised tray 
loading mechanism on the Panasonic and Sony drives. 


*NOTE: Some drives may require slide rails - check your PC drive bay. 


THE MULTIMEDIA 


The ability to combine many different media via your computer 
system, will allow you to experience the new and exciting world 
of ‘Multimedia Computing’. Silica are official suppliers for a wide 
range of the world’s best multimedia products which, along with 
our expert help and advice, can provide you with an unrivalled 
source of entertainment, education and practical applications, 
We will send you full details of our multimedia product range on 
receipt of the coupon below. The following are just some of our 
most popular products. 


ak REELMAGIC 


ReelMagic is the world’s first 
SOUND CARDS 

Silica are official dealers for nis EG ul Sheet full motion 
the Sound Galaxy range of Yi0eo care Tal pays games 


ae : and films in 32,000 colours on 
euapatively paved 8 and 16- Your PC. It includes a full 


: 16-bit stereo sound card and 
8-bit Cards From £49svat 2.5 year warranty. 


16-bit Cards From E99+vat | ReelMagic vio 102 £399 var 


ADVANTAGE 





Silica are pleased to present four top 
quality CD-ROM drives from world leading 
manufacturers, Mitsumi, Panasonic and 
Sony. The Sony CDU-31A-02 comes with 
a Mediavision 16-bit Stereo Sound Card, 
worth £99+vaT, included for an amazing 
low price of £149+var! Silica also include 
a 1 free CD with every CD-ROM drive. 
The Anecdote CD com- 

pilation from Nimbus 

features Databases and 

Books, plus Utilities, 

Education, Video and 

Animation Software. 


PRICES 
FROM 








I | SONY cov-s1a-02) , 
The Mitsumi CO-ROM drive includes an AT interac A-02 drive MITSUMI PC PANASONIC SONY 
Fl eat pee ue ee || LUQOES yea CO ROM DRIVE) cR562B | CDU-31A-03 
fave Panasonic Mitsu Sony imroee pare Seu F conc 16-BIT STEREO 
ee eee eee CD-ROM == son cap | C2-ROM DRIVE | CD-ROM DRIVE 
Ptays Aupio CD’S 
ACCESS TIME (Ms) 320 460 
Data TRANSFER (KB/S) - Sincte/Duat SPEED 150/300 150/300 
MPC CompatiBLe 
Kopak PHoTOoCD CompaTiBLe 
ReeLMacic CompariBle 
CACHE MEMORY 
MuLtI-SESSION 
5.25” INTERNAL Drive MounTinG* 
RCA STYLE HEADPHONE CONNECTOR 









































SOFT-EJECT 
Sony To 
Mitsumi ADAPTOR 


1 YEAR 




















*NOTE: Some drivers 





may require slide rails - 
check your PC drive bay, \2VAT=£135.13 COR3005_| +VAT=£175.08_CDR4251_| sVAT=218683 COR4097 | +VAT=£186.83 CDR 4040 





Silica are pleased to offer KODAK ACCESS, GRAPHICS WORKS and the interactive movie 7TH GUEST es 

game 7TH GUEST CD software at very special low prices, when purchased with the Mitsumi, Whodunnit? 

Panasonic or Sony CD-ROM Drives from Silica. See below and right for features and prices. " 
INTERACTIVE MOVIE GAM! 


SOFTWARE FEATURES COMPARISON KODAK GRAPHICS §$ | the legendary interactive movie 
Dinect PHoro CD Import ‘whodunnit’, with incredible 3D colour 
Resize On Crop INAGES ACCESS WORKS graphics and CD quality stereo sound. 
Fie AND ROTATE IMAGES — 4 . , | Investigate the disappearance of toymaker 
Exront To: BMP, TIFR JPEG FORMATS The Kodak Access application | Graphics Works from Micrografx" | Henry A. Strauf, famous for his lifelike 
IMPORT FROM OTHER APPLICATIONS is Kodak's official PhotoCD | provides all of the functions found | dolls and fiendish puzzles. Six brave souls 
‘SPECIAL VisuAL EFFECTS: BLUR, Emeoss Ere software title. With it you can | in Kodak Access, PLUS the ability | have already been foolish enough to turn 
Text HANDLING select, view and manipulate | to edit images or existing photo. | detective in the hope of finding what 
Birwiap Drawing TOOLS photographs which have been | graphs, apply special effects and | j,.55ened to the inventor. Now, you must 


VECTOR DRawnnG Too.s stored using Kodak's PhotoCD | fie" pe in other formats. | become the seventh guest: Enter the 
technology. programs” wich alow you to | property. probe Strauf's secrets and hope 
PAINTING TOOLS - BRUSH ETC. © View Stored © Exportto Other | create presentations, edit logos or | 0 come out alive. This title is, quite 
Atso SUPPLIED: Photographs Programs f the 10,000 lied | tightly, regarded as one of'the best and 
P Pi = © Crop & Resize Images © Change Colours | US one the 10,000 supplies 7 7 f parted 
RESENTATION PACKAGE INCLUDED. © Rotate & Fp Pictures images in your own applications! | most popular pieces of multimedia 
Wire ANo Fabe BETWEEN IMAGES entertainment, an 
‘Winoows DRAW PACKAGE INCLUDED. ambassador 
Vector BASED DA RRP for the 
PICTURE IMAGE Li future of 
(C__Curant Lisrany - Over 10,000 Inaces 4VAT OL gaming. 






























































esi 8S 1200 MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 
TH Sl | Cc RVI (oe Order Lines Open: Mon-Sat 9.00am-7.00pm (Sat 9.00am-5.309m) No Late Night Opening Fax No: 081-308 0608 
CROYDON SHOP: Debenhams (2nd Fico), 11-31 North End, Croydon, Surrey, CR91RQ Tel: 081-688 4455 
Barepewenl dsthiet hen fo buy BUSINESS + EDUCATION + GOVERNMENT. Opening Hours: Mon-Sat _9.00am-6.00pm Late Night: Thursday’ - 9pm Fax No: 081-686 4658 
or eee s z ESSEX SHOP: Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SS11LA Tel: 0702 468039 
your new PC peripherals, we Volume discounts are available. Tel: 081-308 0888. Opening Hours: Mon-Fri Sy Late Night: Thursday - 7pm Fax No: 0702 468039 
is logestty or tunkivelyicareiuly SHOWROOMS: ee. IPSWICH SHOP: Debenhams (2nd Fioon. Waterloo House, Westgate St, Ipswich, IP1 3EH Tel: 0473 287092 
Corerenanatllt mth be fie AR We have demonstration and training facilities at all our stores. Opening Hours: __Mon-Fri_9.30am-5.30pm (Sat 9.00am-6.009m) Late Night: Thursday - 9pm Fax No: 0473 287092 
months after you have made your THE FULL STOCK RANGE: LONDON SHOP: 52 Tottenham Court Road, London, WiP OBA Tel: 071-580 4000 
re i i i Opening Hours: Mon-Sat 9.30am-6.00pm No Late Night Opening Fax No: 071-323 4737 
purchase, when you may require additional products, or All of your requirements are available from one supplier. 
help and advice with your new purchase. And, will the FREE CATALOGUES: LONDON SHOP: Selfridges (Basement Arena), Oxford Street, London, W1A 1AB_ Tel: 071-629 1234 
argent you buy ae contact oli fanthice tails Gh new! Will be mailed to you with special offers and full details of Opening Hours: Mon-Sat 9.30am-7.00pm Late Night: Thursday - 89m Extension: 3914 
roducts? At Silica, we ensure thal you will have nothing hardware, peripherals and software. SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidoup, Kent, pat 4DX Tek: 061-302 8811 
worry about. With our unrivalled experience and PAYMENT: Opening Hours: Mon-Sat 9.00am-5.30pm Late Night: Friday - 7pm ‘ax No: 081-309 0017 
expertise, we can meet customers’ requirements with an We accept most major credit cards, cash, cheque or monthly ie 
understanding which is second to none. Complete and terms APR 208% itn nes on eaves. Tro: Silica, PCPLR-0194-118, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4px 


return the coupon now for our latest FREE literature and 
begin to experience the “Silica Service”. 


FREE OVERNIGHT DELIVERY: 
On all hardware orders shipped in the UK mainland. 


TECHNICAL. SUPPORT HELPLINE: 
A team of technical experts will be at your service. 


PRICE MATCH: 
We match competitors on a “Same product - Same price” basis. 


ESTABLISHED 15 YEARS: 


We have a proven track record in professional computer sales. GHD H OT 
PART OF A £50M COMPANY (with over 200 staff): eaahe 





We are solid, reliable and profitable. 





a PLEASE SEND INFORMATION ON PC MULTI-MEDIA PRODUCTS 








Mr/Mrs/Miss/Ms: Initials: «0.0... SUMAN fe vecsssnistbecsnecsiecsassseessivassssuvceriess | 
Company’ Name: (if APPlCAIS): ......::....-s-resessnssesssnsesseionsnadecaavnsnsavecesvevess 
FGCIOSS? vccraveceanererestauczaseaduasccvredidov caren ndurvs sesso Sresmraneaaunlaudsten tas das a eoomoimanes ares sevencasraettetimannauonialte | 
| cies aaa saa aaa er Bape cas a andin tan iaay eanstete POSTCODES .....seseocesesnsaresessoncesstzennsedenndabsanqinrateans | 
081- 309 1111 | Tel: (HOMME)? serenade NTE) ON GTO seccecnsonreatcnocerevertrsteteeeedieerrmaneiesress | 


SUCK ISA Din OF PADRES LE L_Which computer(s), if any, do you own? .. 


E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 








THE RELEASE 


OF ANOTHER 


LUCASARTS 


ADVENTURE 


IS ALWAYS 


AN 


ANXIOUSLY 


ANTICIPATED 


TIME. 


WITH 


CLASSICS 


ALREADY 


ESTABLISHED, 


CAN THE 


TEAM REALLY 


SOMETHING 


EVEN 


BETTER? 


COME ON, MAX. NOW THAT WE'VE 
PUMMELED THE OUTPOST OF THE 
UNSAVORY EMPIRE, WE CAN TAKE A 
SWING AT THE DEATH SPHERE! 


SAM, iT S$ COLD OUT 
HERE. AND I'M HAVING 
TROUBLE BREATHING. 


YOU'RE 
AREAL PEST 
TODAY, MAX, 


y GOOD THING 
THEY LEFT US ABIG 
HOLE TO SHOOT MISSILES 
INTO, OTHERWISE THIS 
COULD TAKE ALL DAY. 


I DON'T THINK 


[ I CAN FITIN THERE 
WITH YOU, SAM. 


I THINK I SAW 

THIS INAMOVIE 

ABOUT A MILLION 
TIMES. 





RIDING UP TOP, LITTLE PALS 


PREPAC i 7G) Tg. ie 


$ BUHALI 


THAT'S WHY YOU'RE 
I WANT TO 
GO HOME AND 
WATCH Ty, 
SAM, 


YOU'LL BE MY EYES, EARS 
AND ROLLBARIN THE 
HEAT OF COMBAT. 


THIS 1S SCIENCE 
FICTION, MAX. TELEVISION 
HAS BEEN REPLACED BY 
SMELLOGRAPHIC DIGITAL HOLO- 
GRAPHY. AND STILL THERE'S 
NOTHING WORTH WATCHING,” 
EXCEPT "RAWHIDE", OF COURSE. 


WHAT A STROKE 
OF BRILLIANCE. MAX! 
YOUR SMOKESCREEN 
WILL CONCEAL US 
FROM THE ENEMY! 


MY HEAD’S k . 4 
CAUGHT FIRE, SAM! 7 





QUIT SCRATCHING I'M JUSTALITTLE 

YOUR SCAR TISSUE, MAX. } JT ANXIOUS, SAM. DO YOU 

YOU'RE MAKING ME TY THINK I’LL EVER HAVEA 
POMPADOUR AGAIN? 


SURE, MAX. IT'S 
SCIENCE FICTION S YOUR 
ATTRACTIVE CROP OF 
HAIR PLUGS ISBEING & 
CLONEDBY SKILLED Fag 
TECHNICIANS EVEN 

AS WE SPEAK. 


HANDLEBAR 

MOUSTACHE 
FROM THE 
LEFTOVERS, 


WOU CRACK ME 
UP, LITTLE PAL. J 








| Dos 3.1 Min, 2Mb Ram, 386, VGA, 

















Mouse, 12Mb Hard Disk_ 





Soundblaster, Adlib, Roland, 
General MIDI (with MPU-401) Sound Cards, Windows 








and Max is one of 
those games that an 
awful lot of people 


have been looking forward to. With Day 
of the Tentacle already established as 
one of the best games of all time (it 
performed monstrously well in our 
Super Test this month — see page 16) it 
came as quite a surprise to learn that 
LucasArts would be ready to launch its 
next product in time for Christmas. Sam 
and Max has been on the cards for 
some time and has been attracting quite 
a substantial amount of attention. Why? 
For two reasons really — the first and 
most obvious is that it’s the new 
LucasArts game, the second is that it 
employs a totally new version of the 
SCUMM (Story Creation Utility for 
Maniac Mansion) control system. 

Games such as DOTT, Indy: Fate of 
Atlantis and Monkey Island all employed 
fairly advanced versions of the original 
system, but it’s not until now that the 
whole thing has really undergone a 
complete overhaul. 

The new system allows for full 
screen graphics as opposed to the two- 
thirds screen window found in the 
previous titles — and we now get 
something which at first sight seems 
very much like the Sierra control 
system. All interaction is by means of a 
cyclical cursor that flicks through move, 


This is no time to 
get sloppy — 
there’s something 
peculiar about 
this place and 
we’ve got to find 
out what it is 


Sam and Max - Freelance Police; doers of good, 
righters of wrongs and busters of punks 





historical importance is safe from the 
scathing wit of the crime-busting team 
and the end result is something which is 
by far the most amusing LucasArts 
game yet. Yes, even funnier than Day 
of the Tentacle or Monkey Island 2. 

The graphical style of the game is 
very similar to DOTT — the superbly 
drawn, cartoon-style graphics are 
absolutely exquisite throughout every 
location. Characters are amusingly 
portrayed (even DOTT’s Bernard makes 


“NO BASTION OF CULTURE OR HISTORICAL IMPORTANCE IS SAFE FROM THE 
SCATHING WIT OF THE CRIME-BUSTING TEAM AND THE END RESULT IS 
SOMETHING WHICH IS BY FAR THE MOST AMUSING LUCASARTS GAME YET. 
YES, EVEN FUNNIER THAN DAY OF THE TENTACLE OR MONKEY ISLAND 2” 


use, talk and so on at the click of a 
right-hand mouse button. Fortunately 
(unlike the Sierra system) the icon is still 
‘smart’ and will let you know when an 
object, or a location on screen can be 
interacted with. The overall result is an 
extremely speedy and intuitive control 
method which is by far the best yet seen 
in an adventure. 

Based on a ‘cult cartoon strip’ Sam 
& Max Freelance Police, drawn by 
game designer Steve Purcell, the game 
follows the escapades of Sam - a 
canine Sam Spade and his completely 
nutty and psychopathic sidekick rabbit 
chum, Max. Working as_ freelance 
detectives, the daring duo are called 
upon to unravel the case of the 
disappearance of Bruno the bigfoot and 
Trixie the giraffe-necked woman from 
the local carnival. 

The ensuing adventure takes them 
through a plethora of unusual locations 
ranging from the World’s Largest Ball of 
Twine to the Celebrity Vegetable 
Museum and even the Mount Rushmore 
Prehistoric Bungee Cavalcade and Tar 
Pit Slide. No bastion of culture or 


an appearance under a different guise) 
but the absolute stars of the show are 
really the two central characters... 

Sam is a huge lolloping hound in 
baggy slacks, jacket and trilby who is 
effectively the straight-man(ish) of the 
pair. His investigative skills are wacky 
and unusual while his scathing, dry 
remarks will have you rolling about 
pretty much every time he interrogates 
a witness. 

Max on the other hand is a 
completely different case. Being a fluffy 
little white rabbit, he’s cute...and he 
knows it. With a penchant for extreme 
violence and unruly behaviour many of 
his actions and comments are not only 
unexpected, they are also some of the 
high points of the game. The interaction 
between the two characters is superb 
and while superficially simply amusing, 
there are a number of hints to be 
gleaned from the duo’s banter. 

Unlike DOTT, control basically only 
covers one of the characters — Sam. In 
many instances Max simply tags along 
behind you causing mischief and 
making sarcastic comments, however 














SAM & MAX: HIT THE ROAD’ 


The hall of freaks is where the adventure begins. Finding both Trixie and 


Bruno the bigfoot is your prime objective 


there are a number of occasions where 
you will actually have to use Max to 
achieve a certain goal. That extra pair of 
fluffy little hands can certainly make a 
difference. In fact, this ‘use’ of a 
character is another example of the new 
and improved SCUMM system. Max is 
effectively treated as another part of 
your inventory, and you can try to use 
him with just about any object you find. 

Generally, object manipulation is 
very good throughout, and there are a 
number of puzzles which require objects 
to be joined together to help create 
productive tools. Thankfully there is 
nothing too obscure to have to think of 
at any point, unlike many other 
adventures | could name. Take a look at 
this month’s Super Test for some 
examples of obscurity. 

As with all previous LucasArts 
adventures Sam & Max manages to be 
as user-friendly as possible. You can’t 
die, you can’t do anything wrong, every 
object has a purpose and the intricate 
puzzles can be solved in pretty much 
any order you like. The game is far from 
linear and it’s possible to attack the 
game from any angle you like. In fact, 
two of us were playing it in the office 
and on many occasions we were 
tackling the same puzzles despite 
having completed totally different parts 
of the game. 

It's also worth noting here that each 
time you start playing Sam & Max from 
scratch some of the puzzles change 
slightly. Admittedly ‘it's nothing drastic, 
but you'll find that certain doors have 
different things behind them, and the 
location of characters will be altered. 
This is a definite cure for the ‘adventure 
completion blues’ — if you manage to 
finish the game, you can go back and 
do things again without it all being 
ruined for you. > 


The mad professor 
takes a hostage 
during the 
introduction 
sequence. Will 
Sam and Max 
come to the 
rescue or will they 
arrive after milk.” 
and biscuits? 
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PC PLAYER ISSUE TWO 











Sam & Max is one of those games that is unpredictable and fun, but it is also : \ ay fo TE TEM 
quite cruel to animals. Oh well, you can’t have everything . CaeAoNe Ine 


These locations 
all pop up at 
different stages 
of the game as 
you work out 
certain clues. 
As you near the 
end of the game 
you have full 
access to every 
area 





‘ IM. HOW COME YOU FELT 0, 
‘ABOUT SHOOTING AN 
‘YOU DONT 


~ THE SAMLAND MAX een 


Things act strangely at the A Jurassic Park anda This, the Largest Ball of Twine If you’ve got the munchies, The fairground will be one of 
Mystery Vortex — no wonder remodelled Mount Rushmore in the World, has a rotating then call in at Snuckey’s your first stops. Allowing Max 
your eyes are beginning to are the star attractions here restaurant bolted onto its where you'll get service with a the free run of the rides would 
hurt! summit! smile he nothing short of suicidal 
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Frog Rock has got weird 3 Fairground 
interplanetary powers, and ff eae hs a 

with the right kind of Niduat Aushmore 

persuasion could attract even 7 op Prebistories#tingee The targest 

the most distant of visitors 2 Cavalcade Balhae 







and Tart Twine | 
Pit Slide <i the World 


Frog Rack 


When all else fails, you could 
always end up back at your 
office. A game of darts may 
wile away the hours 





The Savage Jungle Inn is 
where an invitation-only 
sasquatch party is being held. 
The trouble is, you can’t get 
into it 













be 





Wow! It’s the Gator Golf Park! 
Mind you don’t lose a leg as 


Now I’ve seen it all. This here The World of Fish - for all Conroy Bumpus lives ina 
is a Celebrity Vegetable your fish needs, and more! really big house near Atlanta 


Sam & Max: Hit the Road does 
have one slight hiccup - the 

Car Surfing game. It’s a good Museum. Can you see Alfred What a great place to spend a (at a guess). He’s filthy rich you line up that crucial shot 
job that it's only a bonus game Hitchcock, bottom-left? holiday and isn’t a nice man and don't go near the rough 





SAM, ae 
TROUELE IN THE 


E iN 
¥ttm CENTURY oad 


: YES. .. YES... YES 
Bi i a 
TOBOGUAN-- WERE 
ON OUR WAYS 








> One of the real strong points of the 
game is the high humour content. Steve 
Purcell, who is providing creative 
direction and art describes the product 
as having “a real edge to it that adults 
will appreciate. Kids will like the 
cartoony look and wild terrain of Sam 


AAAXE MAKE 
WAKE UP. LITTLE 
eUDoY! 





ADULT HUMOUR ALERT? 


becomes apparent. Just look at the 


locations for a_ start -— Celebrity 
Vegetable Museum and Mount 
Rushmore Prehistoric Bungee 


Cavalcade and Tar Pit Slide. There are 
some deranged minds at work here. 
Many of the puzzles also rely on 


“IT'S ALSO WORTH WATCHING OUT FOR THE LUCASFILM 
MICKEY-TAKES WHICH CROP UP...PRINCESS LEIA APPEARING FROM A 
MAINTENANCE DROID AND PLEADING “HELP ME SAM AND MAX, YOU’RE MY 
ONLY HOPE” AND SAM STEALING SOMETHING FROM A PEDESTAL IN TRUE 
INDIANA JONES STYLE ARE PARTICULARLY NOTEWORTHY” 


and Max, and adults will get into the 
more subtle verbal and _ situational 
humour. The game will appeal to 
audiences who enjoy programmes like 
The Simpsons”. In many ways he is 
right. Much as you have to take a 
designer's comment with a pinch of salt 
— for once someone has actually 
managed to hit the nail on the head. At 
a superficial level, Sam and Max are 
just a pair of daft characters — they’re a 
bit goofy and slightly dim and they keep 
you happy with silly little actions and 
idiotic comments. However, the deeper 
you get into the game, the wackier stuff 










some pretty amusing _ situations. 
Particularly worthy of note is the Virtual 
Reality machine in Conroy Bumpus’ 
mansion (a maniacal country singer 
who collects monsters). Donning the 
helmet transports Sam into a sword and 
sorcery world of naff-looking polygons 
and dodgy animation. It’s great stuff and 
the interaction between both Sam and 
Max at this stage is absolutely hilarious 
— Max becomes a peripheral for the 
game but I’ll say no more! 

One of the few things Day of the 
Tentacle received flack for was its 
localised humour. Many reviewers and 








Younger players 
will probably love 
the animation, but 
much of the 
humour will 
unfortunately zip 
over their heads 





punters found its US college humour a 
little over their heads, and as a result 
many of the subtleties were lost on 
some people — personally, | had no 
problems with the dry wit of Bernard 
and co. You'll find that Sam and Max 
provides a generic and broad based 
level of wit — admittedly, much is still 
very American, but unless you've lead a 
very sheltered life, there is little (if any) 
which evokes the “uh?” response after 
an apparently witty set-piece. 

The parodies that crop up 
throughout are all fairly obvious... 
Conroy is a dead ringer for Elvis and 
many of the locations are simply taking 
the mickey out of modern life — the VR 
machine, the bungee jumping, there’s 
even a ‘Dali-esque’ location complete 
with melting clocks and general 
weirdness. 

It's also worth watching out for the 
LucasFilm mickey-takes which crop 
up...Princess Leia appearing from a 
maintenance droid and pleading “Help 
me Sam and Max, you’re my only hope” 
and Sam stealing something from a 
pedestal in true Indiana Jones style are 
particularly noteworthy. > 

















The animated 
scaling of this 
airlifted fish has 





. to be seen to be 


believed - it’s 
perfectly smooth 
and very realistic 
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Escher, eat your heart ig 
out. Dali, eat your | 
heart out. Jimmy 
Saville, eat your heart 
out. Who on earth let 
that pig into this 
booth?! 


AW 
iJvG 


7@ 3 
wo a 
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Just one example 
of the stunning 
cut-sequences 
running 
throughout the 
game. There’s no 
denying that Sam 
& Max is a visual 
treat par 
excellence 








> After playing Day of the Tentacle | was 
in serious doubt as to whether LucasArts 
could ever actually produce something 
better. | was obviously quite wrong. There 
is very little which you can actually 
criticise about Sam & Max — if there are 
any niggles they are really, really minor 
ones, such as the fact that it starts to get 


that the LucasArts team has been 
tinkering around with these little games 
for some time, but never actually got 
around to including them as part of 
anything. Well, now we have them in all 
their daft glory: Wak-A-Rat — hit the rats 
with a big hammer, Car Bomb —- a 
variation on Battleships (apparently 
changed for licensing reasons...at least 
that’s what Max says), Dress-Up — a 
variation on the copy protection system 
where you dress a naked Sam or Max 
using a bizarre selection of pre-drawn 
clothes, Colouring Book — exactly what it 
says...dig out the Crayolas, and finally 
the Car Surfing...which is exactly that. 
Three of the games can actually be 


“AFTER SPENDING A GREAT DEAL OF TIME WITH THE GAME, 
1 CAN ONLY CONCLUDE THAT IT IS PROBABLY THE BEST POINT-AND-CLICK 
ADVENTURE IVE EVER PLAYED” 


a bit annoying when Max insists on 
wanting to go to the toilet (“Il want 
twinklies!”) every time you visit one of the 
Snuckey’s soda bars. It’s not a 
particularly major gripe, but it just gets a 
bit, you know, tedious. 

One, or indeed five things | haven't 
mentioned yet are the little sub-games 


purchased from the game’s three shops 
(the aforementioned Snuckey’s soda 
bars) while Wak-A-Rat appears at the 
carnival and the Car Surfing is actually a 
location on the game map. None of the 
games are vital to completing the 
adventure, they are simply diversions 
- what welcome diversions they are 





that have been included. We’re informed 


Sam & Max 
features a 
variety of 
hilarious sub- 
games added 
by the 
programmers to 
provide a bonus 
for the player 








Wak-a-Rat is a variation on the old mole-bashing theme. Simply click the pointer on Gar bomb is my favourite sub-game of the bunch. Line up your cars on the road and 
one of the little blighters and Sam will swing the mallet. Hitting Max may be fun, try to take out the opposition before they bomb your vehicles! A great version of 
but earns you no points battleships, indeed 









Lp Ye / oa | 
This may take some working out, but when you’ ve This is not a game, more of a diversion. Dress up Sam Remember Crayola crayons? Here” 's your chance to fill 
sussed out the technique involved, the golfing and Max in various items of clothing. It’s limited in the empty spaces with gaudy colours in Sam and 
becomes second nature gameplay-wise, but fun! Max’s very own colouring book 
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After spending a great deal of time with 
the game (it has been responsible for 
an awful lot of very late nights), | can 
only conclude that it is probably the best 
point-and-click adventure l’ve ever 
played. 

While | don’t often make such heady 
claims or dish out such accolades very 
often (only X-Wing has ever provoked 
me into the statement “this is the best 
game I’ve ever played”), Sam & Max 
really surprised me. I'll admit that | was 
expecting great things of it, but to be 
truthful my expectations were both met 
and exceeded — something that very 
rarely happens. 

Unfortunately, due to the timing of 
the games’ arrival into our offices, we 
were unable to include Sam & Max in 
this month’s Super Test, but | can tell 
you now that it would easily have 
scored a superb five out of five in every 
category. It’s been wonderfully scripted, 
it looks superb, it’s outrageously funny, 
the puzzles are both logical and taxing, 
the user-interface is a dream to use and 
to top it all off, it’s a bigger game than 
DOTT so you can enjoy it for longer. To 
put the icing on the cake, CD-ROM 
owners will be able to enjoy a full talkie 
version in January as well. 

What better Christmas pressie can 
you ask for than the latest and greatest 
LucasArts adventure game? If you’re a 
lover of adventures, this is THE game 


for your collection. SCORE * kK 


A WORD WITH THE CREATORS 


Steve Purcell and his team of 
designers have beavered away for 
donkey’s years to bring you the 
best in PC entertainment. Working 
with Purcell are Sam & Max Hit the 
Road co-designers, Sean Clarke 
and Michael Stemmle. Stemmle 
was lead programmer for 
LucasArts award-winning 
adventure, Indiana Jones and the 
Fate of Atlantis, and Clarke led the 
conversions of popular titles such 
as Fate of Atlantis, Monkey Island 
and Loom to Macintosh, Amiga 
and CD-ROM platforms. 


Q Tell us about the characters 
Sam and Max. 





Sam and Max are a dog 
end rabbit who call themselves 
freelance police because it gives 
them licence to do whatever they 
want. Operating under the 
pretence of protecting society, 
they are actually more concerned 
with having a wild time. The duo 
could be described as overzealous 
since they are not too worried 
about upholding the bothersome 
constitutional rights of the goofy 


criminal types encountered. The 
world they operate in is an 
exaggerated version of our own — 
everything seems recognisable, 
but with a definite twist. 


Q How long have the Sam & Max 
comics been around? 





Sam & Max first saw print 
in the early 1980s in editions of a 
California art college newspaper. 
It was then published as a comic 
book in 1987 with the most recent 
edition being from Marvel Comics 
in 1992. 


Q Who are they aimed at? 





The market is primarily 
college-age and older readers 
because of the obscure 
references in the character banter. 
However, the art style means they 
also appeal to younger readers 
too. 


Q How well is this material suited 
to a computer game translation? 





The Sam and Max material 


SAM & MAX: HIT THE ROAD 


is really a pretty good fit — ranking 
somewhere between Indiana 
Jones and Waiting for Godot in 
terms of translation difficulty. 


Q Why did you decide to produce 
a game about these characters? 





We decided to base a 
game around Sam and Max 
because they have been 
everyone’s favourite characters 
here at LucasArts for a number of 
years. There was always idle 
chatter about doing a Sam and 
Max game, but the tumblers never 
quite fell into place. Until now, 
that is. 


Q How faithful is the game to the 
original comics? 





We have tried really, 
really hard to capture the flavour 
of the Sam & Max comics. That’s 
why Steve [Purcell] has been 
involved with the game every step 
of the way. His presence on the 
project has kept us from straying 
too far from the absurd universe 
of Sam and Max. Steve has also 


FREELANC 








Even state-of-the- 
art Virtual Reality 
techniques are 
used in one 
particular scene, 
and we all know 
how good the 
state of Virtual 
Reality technology 
is at the moment! 


TH & © (991 by 


Gru FORE 


Lerrerecer: L. LOIS BUHALIS 
FOREIGN CORRESPONDENT: KALANI STREICHER 


given us some of the game’s 
funniest jokes. 


Q How would you describe Sam & 
Max, the game? 





: Sam & Max Hit the 
Road is a rollicking romp through 
America’s cultural backwaters, as 
Sam and Max search for an 
escaped bigfoot. 


Q Does Sam & Max break new 
ground? 


We have opened up the 
hood of LucasArts’ SCUMM 
system and done some serious | 
tinkering. The most obvious 
change from our previous 
adventures is that we’ve switched 
to a full-screen, all-icon, no-verb 
interface. 


Q Are there plans for a CD-ROM 
version, and if so, what new 
features will this version include? 





You bet your sweet 
bippy there will be a CD-ROM 
version featuring full speech. 








Moving this eye 
over selected 
locations may 
reveal more items 
which you can 
stuff into your 
cardboard box 









No, this is not the 
fight icon. A 
clenched fist 
merely indicates 
that an object can 
be picked up 





This miraculous 
set of false teeth 
will allow 
conversation with 
any other 
character in the 





This one is 
ingenious. Move it 
over an item and 
the open hand will 
close, indicating 
that an item can 
be used 


This flimsy old 
cardboard box is 
your inventory and 
it can hold up to 
31 items - now 
that’s a lot 
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COA esics 


US GOLD 

£44.99 

REQUIREMENTS 

DOS 3, 640k, 286, VGA/EGA, 

SUPPORTS 

Joystick, Soundblaster, Adlib (Battlehawks 1942 
doesn’t use a Sound Card) 


There aren’t very many times when the 
word ‘classic’ can be justifiably used as 
a description for a game, but this could 
be such an_ occasion. 
LucasArts’ Air Combat Classics 
compilation package contains what 
must surely rank as the definitive World 
War Il flight and fight simulation. Couple 
this with two other games that, although 
showing their age a little, are still worthy 
inclusions and you’ve got yourself a 
prime candidate for the value for money 
title of the year. 

Secret Weapons of the Luftwaffe 
was released originally back in 1991. 
Taking the role of an American pilot 
flying for the US eighth air force or the 
German counterpart flying for the 
Luftwaffe, the end of the war is yours to 
do with what you will. There are a 
plethora of missions to fly, ranging from 











intercept missions in a German FW 
190A-5 to bombing missions in the B- 
17 Flying Fortress. Couple this with a 
tour of duty in which you try to keep 
your pilot alive through as much of the 
war as you can, and a mission builder 
that allows you to plan and execute an 
almost limitless amount of sorties, and 
its not hard to see why SWOTL 
received so much praise. The original 
mission add-on disks are also thrown in, 
giving a new lease of life to the game. 

Battle of Britain and Battlehawks, 
although starting to look dated, make 
great accompaniments to SWOTL. BOB 
is set during the summer of 1940 and 
allows you to take either a British or 
German stance. 

The programming team responsible 
for SWOTL also produced BOB, and it 
shows. The graphics, although not great 
by today’s standards, portray the action 
well. There is the now obligatory 
camera for recording all your 
dogfighting achievements and, like 
SWOTL, a mission planner and extra 
mission disks have been included in the 
package. Due to the time difference 
between this and the aforementioned 
SWOTL, the number of different aircraft 
that you can fly overall is quite 
considerable, incorporating the famous 
Spitfires and Hurricanes of the RAF. 

The last game is Baitlehawks 1942, 
and this is the only one that actually 
looks as old as the ark. The Pacific is 
the preferred theatre, with the US and 
Japan fighting for control of the seas. 
This does look extremely dated, with 
very simple graphics and a pretty 
unconvincing cockpit layout. There’s no 
mission planner and once the missions 
available have been played, that’s it. 

SWOTL is still the best WWII flight 
sim to date, and with the inclusion of 
BOB, Battlehawks and all the add-on 
mission disks, Air Combat Classics is 
the definitive flight sim compilation 


available. Buy it now! SCORE %oke kK * 


U ' PREVIOUSLY AVAILABLE. 


IN THIS SECTION PC PLAYER WILL REVIEW 
SHOOT’EM-UPS, BEAT’EM-UPS...YOU KNOW, 


THE GAMES THAT DON’T REQUIRE TOO MUCH 


THOUGHT, ALONG WITH CD-ROM AND 
UPDATES OF 


SPEED | CER 


ACCOLADE 

£39.99 

REQUIREMENTS 

DOS 3, 3Mb RAM, 386, VGA, 9Mb Hard Disk 
SUPPORTS 

Soundblaster, ProAudio Spectrum, Adlib, Roland 
Sound Cards 


Racing games on the PC fall into two 
major categories. In the first instance, 
you find the sims such as Formula 1 
and Car and Driver. Both these portray 
the race from a first-person perspective 
and offer a certain amount of realism. 
The other type which Speed Racer fits 
into, is the out and out arcade type in 
which you control your car around an 
assortment of tracks, bumping, shooting 
and smashing into anything that gets in 
your way. To back up all this carnage, 
there is a story that tells of one man’s 
struggle to finance his racing car, the 
MACH 5, with his son collecting the 
necessary readies by competing in 
various races and hopefully winning. 
Cobblers — what we actually have here 
is an arcade game that looks terrible 
and plays only slightly better. 

If you’ve ever seen the Mega Drive 
game, Road Rash, then you'll pretty 
much know what to expect from Speed 
Racer. You view your car from above 
and behind, and as the road stretches 
away in the distance various bad guys 
in souped up Austin Maxis attempt to 
do you serious damage. All is not lost 
however, armed with an assortment of 
lasers and turbo boosters you can give 
as good as you get. Sounds exciting, 
doesn’t it? Or maybe not. 

The graphics, although moderately 
smooth, contain very little detail. The 
cars are lacking and the roadside detail 
is limited to nothing more than trees 
and the occasional road sign. All this 
could be ignored if there was a decent 
game lurking underneath, but sadly 
there isn’t. It’s too easy to play and as 
far as variety goes, forget it. The tracks 
are all too similar, with only~ the 
backgrounds changing to any great 
extent. If you really do have a hankering 
for something akin to this, go out and 
buy yourself a console — the PC doesn’t 
do this type of game justice. §¢ORE *« 





GOBLIINS 2 





COKTEL VISION 

£39.99 

REQUIREMENTS 

DOS 5, 640k, 286 16Mhz, VGA, 
CD-ROM with Audio Output 
SUPPORTS 

Soundblaster, Adlib, MDO, Intersound 


Is it a puzzle game or is it a point and 
click adventure? That’s the question 
you’ve got to ask yourself as far as 
Gobliins 2 is concerned. Taking control 
of two suitably stupid goblins going by 
the names of Fingus and Winkel, you 
embark on a quest to rescue the 
kidnapped son of your beloved king. 

The thing that makes Gobliins just 
that little bit different is the way the 
game is structured. Unlike normal point 
and click games, Gobliins consists of 
three or four screens over which a 
series of puzzles must be solved. Only 
after completing these can the player 
then progress onto, the next series of 
puzzles, and so on until the final goal of 
the game has been accomplished. It’s a 
bit like playing a game of patience, with 
each turn of the card revealing a little bit 
more of the solution. 

Another feature that stands out is 
the fact that to successfully navigate the 
problems both characters must be used. 
For example, in the early stages of the 
game, matches need to be acquired 
somehow. After a careful search, they 
are revealed to be hidden in the mouth 
of a stuffed tiger that refuses to let them 
go. The solution? Get Winkel to stand 
on its tail and when it opens its mouth to 
scream, Fingus reaches in and 
snatches them away. It’s a nice touch 
and one that makes the problems a little 
more substantial than they _ initially 
appear to be. 

As nice as the graphics are to look 
at and as logical as the puzzles are, 
Gobliins falls down in the way that it 
plays. You don’t have to think as deeply 
as in other games that occupy this 
niche, because to get one of the 
characters to perform an action all you 
have to do is click on the object and the 
necessary actions will then be carried 
out for you. There are none of the usual 
commands, such as examine, pick up 
and talk to, it’s just a case of pointing 
and clicking in the simplest possible 
way. For players who are used to more 
advanced adventure games, this will be 
very off-putting, but for those of us who 
have a slightly lower IQ (and a slightly 
lower patience threshold), then Gobliins 
2 will offer a good few hours of 
entertainment and a few laughs along 


the way. SCORE K** 


DIGITAL INTEGRATION 
£7.99 
REQUIREMENTS 

DOS 5, 1Mb RAM, 386, VGA 
SUPPORTS 


Joystick, Soundblaster, Adlib Sound Cards 


Using the same graphics engine as 
Tornado, Merlin spins its way into the 
shops. Originally developed as an 
aptitude trainer to test out the abilities of 
potential pilots for the Royal Navy, 
Merlin puts you in the cockpit of the 
Navy workhorse, the Merlin helicopter. 
Taking control of this manoeuvrable 
beast, it’s up to you to land on the back 
of an unnamed frigate, and do so in 
some highly unfavourable conditions. 

There are three levels to the game. 
Easy has the frigate standing still, so all 
you have to do is wing in there and sit 
her down on the deck gently. The 
medium option has the frigate moving 
through the sea, and the hard setting 
throws in some crosswinds just to make 
it that bit more exciting. All this is 
presented in much the same graphic 
style as Tornado, with the ship being 
packed with detail and other Merlins 
flying about giving you something to 
avoid. 

lf you do manage to _ land 
successfully, you are then given a 
percentage rating, taking into account 
your deck position when you landed, 
your approach and how hard you 
actually hit the deck, followed by an 
action replay of your landing. If you’ve 
ever seen the flight sim test in the 
Krypton Factor, then all this will be 
familiar to you. 

The game can be played with the 
keyboard and joystick, but for the full 
effect two joysticks are a must. In this 
way, the collective and cyclic controls of 
the whirlybird are simulated excellently 
and it really is a joy to fly. 

Anyone expecting to get up there 
and start shooting things is in for a 
shock — there are only three levels to 
the game, and they involve nothing 
more than landing the aircraft on the 
ship. However, if that sounds boring, 
then let me assure you that it’s far from 
it. The challenge of bringing the ’copter 
in to land on a ship that’s cutting 
through the sea at about 40 knots, while 
all the time being buffeted around by 
crosswinds is very difficult. 

This will be one of those games that 
you get out to unwind with. For the sum 
of only £7.99, flight sim fans should 
seek out a copy. SCORE K*KKK 
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TSUNAMI 
£39.99 
REQUIREMENTS 
DOS 5, 640k, 386, VGA, 
CD-ROM, Mouse 
SUPPORTS 
Soundblaster, Adlib, 
Roland Sound Cards 


The Skeetch empire wants the human 
race dead. Resources and morale in the 
human sector of the universe are at an 
all-time low, and without adequate 
funding and aid it may not be able to 
stand up to the onslaught for very much 
longer. You play the part of an agent 
working for Protostar, sent undercover 
into the enemy sectors to disrupt supply 
lines and collect valuable supplies, to 
trade with other races and make allies. 

Protostar is a mix of different 
gaming elements combined to make a 
very playable adventure-cum-trading 
game. The majority of the game is 
played using the point and click method, 
with all options carried out with the use 
of an onscreen cursor. Starting in one of 
the three human outposts, you have the 
chance to buy crew members, repair 
your ship or just relax in the lounge bar. 
After equipping, it’s out to the ship with 
a view to making some money. 

The galaxy is split into many 
sectors, each having particular needs. 
This part of the game is similar in style 
to the game Elite and an astute 
business head is needed. It’s then back 
into space to trade once more and 
watch for pirates or irate Skeetch. 

Movement around the galaxy is by 
hyper space or local travel. To make 
more money to finance the battle raging 
back home you’ll need to go further to 
obtain better goods and prices, but this 
takes more fuel — it’s a fine balance! 

You'll meet different characters and 
questions can be asked by clicking on a 
relevant line of text. Depending on your 
bargaining skills the character will either 
join up, or tell you to shove off! 

The manual says the game is, “..an 
interactive game tailored for sci-fi, 
action and role-playing enthusiasts”. 
The action is a little thin on the ground, 
but the trading and adventure elements 
are good. Combine this with a strong 
story, and Protostar is a game that 
should appeal to the majority of people 
who enjoy games like Elite and Wing 


Commander. SCORE Kx * 
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The superb intro 
sequence follows 
Jack’s abduction at 
the hands of the 
IRDS taxmen. The 
fully-rendered 
graphics are very 
cool, but look a 
little out of place 
next to the in-game 
visuals 














CLOUD CITY AND A LEAST FOUR BARS - IT’S UP TO 
YOU TO PAY BACK THE TAXMAN, CLEAR YOUR NAME 


AND MAKE A QUICK BUCK AT THE SAME TIME. 














~ Dos 5.0 Min, “IMD Ram, 286 = Mkz), 256 VGA, 
~18Mb Hard Drive Srece, Mouse __ 








| aes SUPPORT 


~ Soundblaster, AdLib, tee Joystick 


| & AWM T Ladd, master thief, all-round 
| |< wise guy and star of Psygnosis’ 
= \ Innocent Until Caught, is in big 
trouble. You see, he needs a drink badly 
and there are no bars nearby. It’s a 
desperate situation that is far worse than 
the massive tax bill the federation are 
chasing him for...bills can be paid later, 
but a thirst needs to be quenched! 
As tax bills go, Jack’s contributions 
are massively in the red, with taxmen 
from every corner of the planet after his 





E 
= Musica ad acianinsoccacad 
If you call a cab, make sure you’ve got enough money 
to pay the driver or there’s a good chance he'll run off 














The tropical house inside the zoo is home to a strange breed of bird that could be vital to your continued success 


wallet. Clearing this unpaid debt is the 
only way Jack is ever going to be able to 
show his face in public again, but raising 
such a large amount of money (the 


unfortunately had in his possession a 
machete and a penchant for revenge. 
From the insane flash in the dealer’s 
eyes, Jack rightly concluded that he had 


“AS TAX BILLS GO, JACK’S CONTRIBUTIONS ARE MASSIVELY IN THE RED, WITH 
TAXMEN FROM EVERY CORNER OF THE PLANET AFTER HIS WALLET” 


figure being far too embarrassing for 
Jack to reveal here) is not going to be 
easy, especially on such a smog-ridden, 
sleaze bag of a planet as Tayte. 

Jack’s story begins some time before 
his excursion to Tayte. In his line of 
work, Jack has crossed many paths and 
upset many a mild-mannered character. 
A planet called Bagapoo is where Jack 
made his first mistake — he stole an 
incredibly rare and valuable piece of art 
and by the time his contacts had sorted 
him out a buyer, he had completely 
forgotten from which planet he originally 
stole it. Stupidly, Jack then tried to sell it 
to the same guy he stole it from, who 


to get off this planet pretty quickly... 

To this end, Jack stole a ship and 
tore. away from certain decapitation. 
However, it was a case of out of the 
frying pan into the fire as the Interstellar 
Revenue Decimation Service (or the 
taxmen if you prefer) locked onto him, 
dragged him from his ship and secured 
him to a chair for interrogation. Before 
release Jack ended up with a tax 
demand for more money than he could 
ever imagine, and 28 days in which to 
pay it. Will Jack be able to pay back this 
extortionate sum of money, or should he 
slip away in the hope that the taxmen 
will forget about him? 





INNOCENT UNTIL CAUGHT 





IN THE 
bid c STICE 


Innocent Until Caught takes the form of 
a graphical, point-and-click adventure. 
The screen is split into four distinct 
areas, the largest area (the top three- 
quarters) being the main game screen 
where any visual or interactive elements 
of the game are revealed first and where 
all the action is displayed. Bottom-left is 
a sort of location scanner, showing 
available exits and any major physical 
structures. This map can also be used to 
move around (say, by clicking on a 
highlighted exit) if the thought of moving 
your arm seems too much like hard 
work. Left of centre can be found the 
main icon panel with six icons, allowing 
Jack to interact with the people and 
objects he finds on his travels — he is 
able to take, use, walk, look, scan and 
talk. Finally there is the inventory where 
Jack can carry any item he can hold in 
his hands. 

Jack begins at the Spaceport after 
being apprehended by the taxmen on 
his way to Tayte. It is from here that he 
must begin his quest to clear his name 
and pay off his tax debts. First Jack 
must find a bar where he will be able to 
guzzie a few shots of the least 
fashionable bottled lagers, then find 
some work to earn some cash. 

Starting with no money” or 
possessions is a problem, because this 
means that Jack cannot simply walk into 
a bar and buy a drink, he must swindle 
the cash from somewhere (drunken 
tramps lying in the streets may have a 
few spare coppers). Talking to the locals 
may reveal a few clues. Initially he finds 
the local ‘sexual servicing centre’ and a 
pawn (sic) shop of ill repute to be some 
help. Conversation with the various 
shady individuals is achieved by 
selecting sentences from a list of 
questions and statements from inside a 
speech bubble — the lewd nature of 
Innocent Until Caught ensures that there 
are plenty of strange and downright rude 
situations you can talk yourself into! 
Broad-minded players out there will 
certainly love the game’s darker side, 
but unfortunately it still doesn’t quite 
have the same smutty but sophisticated 
nature that Microprose’s Rex Nebular 
portrays. 

But it is puzzle solving that is this 
game’s mainstay. To progress you will 
obviously have to find and utilise the 
right object in the correct manner. 
Initially, Innocent is simple enough to get 
into as the solutions to certain problems 
have to be worked out with brainpower, 
not mere guesswork, and there are 


enough visual and spoken clues to 
prompt you in the right direction. Once 
you’ve gained access to the subway 
trains the game opens up even further 
and you are able to spread your 
nefarious schemes throughout a larger 


screen. A dense, smoggy atmosphere is 
created using effective light shading 
techniques and an overall air of 
industrial and social overspill envelopes’ 
the cyberpunk feel of the story-line. On 
the other hand, the animated characters 


“STARTING WITH NO MONEY OR POSSESSIONS IS A PROBLEM, BECAUSE THIS MEANS THAT JACK 
CANNOT SIMPLY WALK INTO A BAR AND BUY A DRINK, HE MUST SWINDLE THE CASH FROM 
SOMEWHERE (DRUNKEN TRAMPS LYING IN THE STREETS MAY HAVE A FEW SPARE COPPERS)” 


part of the city. Innocent is a big game — 
the city is sprawling and the denizens 
are corrupt, so finding some dodgy 
money-making scam is never too 
difficult. 

The streets of Tayte look good on 





Innocent Until Caught is full of sexism, violence and 
stupidity — all in the best possible taste of course 


are quite badly drawn in places and the 
portrait close-ups (seen when you 
converse with a character) are pretty 
poor throughout. Fortunately, the 
conversation is usually fun (where else 
would you get the opportunity to say > 





The status screen shows just how far into the game 
you are. Here you can also save and load a game 


Jack T Ladd - 
master thief 


No, it’s not the 
finger wiggler - it’s 
the use icon 


Move from one 
place to another 
using this pointer 


Jack’s inventory 
can hold many 
items 








Plan view of the 








immediate area Pickup any _| Looking at certain 
showing all item with the | objects will reveal 
available exits hand icon useful clues 








l 
Eye, eye (groan) — it’s 
the scan icon 


These lips are made for 
talking 


One quest will 

) have you inside 
* the Tayte museum 
| (the Tayte 
Gallery?) trying to 
steal a valuable 
artefact. Pull it 
off and you'll 
need never be 
short of drinks’ 
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Tayte is a moon that 


is obscured from the § 
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light by its parent Sap 


planet for months at 


a time — similar to | 
Earth’s polar seasons } 


You need that 
balloon, but just how 
are you going to get 
it? 


> 









“You don’t get many of those to the 
pound, love”?!), which is a relief. 

The interactive interface is not the 
best I’ve seen in this genre and appears 
to be a hybrid of the usual Sierra-style 


Max of course). Manipulating objects 
can sometimes be frustrating, especially 
when you haven't positioned the cursor 
correctly in relation to the target object. 
If the objects had clearly marked 


Jack T Ladd is 
the king of the 
one-liner. This 
guy would make 
even Freddie 
Kreuger turn in 
his grave 





cursor, 


“MANIPULATING OBJECTS CAN SOMETIMES BE FRUSTRATING, ESPECIALLY WHEN YOU HAVEN'T 
POSITIONED THE CURSOR CORRECTLY IN RELATION TO THE TARGET OBJECT. IF THE OBJECTS HAD 
CLEARLY MARKED POSITIONING POINTS IT WOULD BE EASIER TO USE THEM” 


involving clicking the right positioning points (as the objects do in 


mouse button cycles through the icons, 
and a less intelligent example of the 
LucasArts SCUMM system (pre Sam & 


Freddy Pharkas for example), it would 
be easier to use them. The way objects 
can be stacked inside the inventory 
panel is quite strange — in theory you 


Before Jack reaches could place as many items in it as there 
____ Taytehe is ff are in the entire game, it’s just a case of 

kidnapped by the & : 
taxmen and stacking them on top of one another. 
subjected to a Calling up the status screen will also 
torturous interview at allow you to use/wear objects such as 
the hands of KLEPTO clothing and rings, and Jack’s coat 
the robot pockets can store numerous items too. 


The game can be saved (there are 99 
save slots) and progress can be 
monitored from this menu too. Overall, 
the interface in Innocent Until Caught is 
adequate and does its job. 





As with most games of this type, conversation is 
modelled around a list of set responses. Choosing the 
right one may not always be obvious 





Tayte has a number of bars dotted throughout its 
capital city, which is great news for Jack T Ladd! 


The adventures of Jack T Ladd are 
novel and amusing, however | couldn’t 
help feeling that Innocent Until Caught 
wasn’t quite as good as I’d expected. 
When | first began to play the game | 
wasn’t too enthusiastic — the ropey 
presentation and the limited interface do 
nothing for first impressions. When | 
began solving a few of the earlier 
puzzles things started to improve 
slightly, but it was only when | found a 
number of the more interesting 
characters to chat to that | began to 
enjoy myself. Awful portrait graphics 
aside (did | see Patrick Moore, Harrison 
Ford and Nik Wild somewhere in 
there?), dialogue with the colourful 
individuals of the game is its saving 
grace. Innocent Until Caught does have 
its moments, but these seem to be due 
more to the programmer’s warped sense 
of humour than the impact of the all- 


essential gameplay. SCORE ** 





This is an age of free love and virtual pornography — rumours indicate that this kind 
of computer-simulated stimulation is actually being developed in real life 


Once you find your way into the subway warren, the city will become your oyster. 
Take note of the station names and you shouldn’t get lost 


STARDATE... 1443, THE ALIEN NOW CREW, AS 1AM SURE You ARE AWARE, WE HAVE BEEN MONITORING THE 

STARCRUISER “FELIXSTOWE DROPS | | SO-CALLED “TELEVISION SIGNALS” OF THIS PLANET FOR SOME TIME NOW. 

OUT OF HYPERSPACE BESIDE PLANET] | THE NATURE OF THESE BROADCASTS WOULD TEND To suGGEST THAT THE 
"HUMANS" ARE A MINOLESS, SHAMBLING MASS OF BACKWARD, DRIBBLING 


IMBECILES. PLANET EARTH (5, THEREFORE, R(PE For INVASION! 


[FAMILY 








SAM CURRENTLY OBSERVING 
A GROUP SPENDING A LARGE 
PROPORTION OF THEIR DAILY WAGE 
ow A YELLOW LIQUID WHICH THEY 
















HOWEVER, IT1S NECESSARY 
10 ASCERTAIN: JUST HOW 
MORONIC THE EARTHLINGS 
ARE BEFORE WE PLAN OUR 

ASSAULT. YouR MISSION 

1$ TO OBSERVE EVERYDAY 
HUMAN LIFE AND REPORT 
BACK ON ANY EXAMPLES 













AM CURRENTLY OBSERVING } 
AMMAN INA SHELLSUIT.... 





SUCH A TIME AS IT MAKES 
L THEM PHYSICALLY UNWE 



















PRODUCTS WHICH THEY CovLD Q 
BuY AT FAR CHEAPER PRICES FROM 
Tue TOTTENHAM COURT ROAD — 


q q 







A GRoue OF PC USERS PAYING 
OBSCENE AMOUNTS OF MoNEY FOR 


VL. SOFTWARE AND GAMES... FF 







OBSERVING A 
FRENCHMAN 
REPEAT... A 
FRENCH MAN. 





















THE FACT THAT MANY PEOPLE IGNORE THESE LUDICROUS 
BARGAINS IN FAVOUR. OF WASTING HARD- EARNED MONEY 
ON OVER- PRICED GAMES IN BLAND, CHARACTERLESS HIGH 
STREET CHAIN STORES WOULD INDICATE THAT HUMANS 
ARE INDEED AS FOOLISH SHAMBOLIC AND DOWNRIGHT | 
DUMB As we suspecteo! INVADE, say, [NVADE! 







SENSORS INDICATE THAT THEY 
PAY UPTO AN AMAZING 


ror PC. Games !/4 
THEY ALSO VA ; 


PART- EXCHANGE) 
OLD TITLES 


FOR NEW!” 


MY RESEARCH SHOWS THAT THe =e 
TOTTENHAM COURT ROAD COMPUTER ¥ 
EXCHANGE ALSO BUY anv PART- EXCHAN 
ALL TYPES oF PC SortWwARE AND 
HARDWARE AT UNBEATABLE RATES.. 


RereAT... UNBEATABLE RATES! 














Ge 






















CHARLIE mae 
FORTHE SAKE OF OUR DEAR EARTH 

YOUR PLANET NEEDS YOU! way Not YOU MUST CONTACT THEM NOW ON 

SELL YOUR UNWANTED GAMES TO THE “ae oF sf ; ; 


Phonics st 


THEY BUY, SELL, AND PART-EXCHANGE 
| ALL kinds oF PC SorTWARE AND 
CALL INTO GUR RETAIL SHOP, OPEN 7 DAYS A WEEK... 


HARDWARE AT UNBEATABLE RATES.  &__| |b WHITFIELD STREET 


(we, WARREN STREET TUBE STATION ) 


{LONDON WIPSRY Sect 











Zoom in for a 
closer view of the 
Theroids and 
you'll be treated 
to a fully animated 
Claymation 
sequence. They 
eat, they bite, 
they growl...hey, 
they even get it on 
with each other! 








CREATE 


GENETIC 


MONSTERS, 


THEN TAKE 


THEM INTO 


BATTLE WITH 


MAXIS’ NEW 


OFFERING. 








SD Yojolifay 


~__- Unnatural Selection 





| January 


4 ‘Dos 5.0 Min, 640k Ram, 386SX, VGA, Mouse 


-lIIDDADTE 
SUPPUR 


Soundblaster, Sound Source Sound Cards | 











though Jurassic Park is almost 
| extinct, dinosaur mania is still 
“2 going strong. The bandwagon is 
creaking under the weight of everyone 
who has jumped on, and now Maxis is 
looking for a way to clamber on. 
However, to its credit, Maxis hasn't 
bothered with the dinosaur angle of 
Jurassic Park, concentrating instead on 
the idea of genetic cloning and 
mutation. This is Unnatural Selection, a 
game in which genes are much more 
important than machine-guns, where a 
single strand of DNA can mean the 
difference between defeat and victory. 
Maxis has blessed the software 
scene for years now with its highly 
acclaimed Sim series, including the 
superb SimCity, SimEarth, SimLife...the 
list goes on. Unnatural Selection is 


When two Theroids meet, they instinctively fight. As 
they claw and tear at each other, all you can do is sit 
back and watch. Keep your fingers crossed, because 
this time there’s no points for second place 











aimed at players of these games, 
especially SimLife. As a scientist under 
the command of the government, Dr 
Jackson has been brought in to use his 
skills in genetic mutation to create a 
powerful army of genetically engineered 
mutants. The reason for this isn’t to take 
over the world, but to save it. A former 





are nine), allocating drops zones for 
each of the six helicopters which 
transport the Theroids and their food 
supplies (even though they’re horribly 
mutated, they still need feeding). 
Providing you have enough creatures in 
your army, the enemy Theroids will 
eventually lay down and die, leaving 


“UNNATURAL SELECTION IS AN INTRIGUING BLEND OF THOUGHT PROVOKING 
STRATEGY AND TRIAL AND ERROR EXPERIMENTATION” 


colleague of Jackson’s has already 
beaten him to creating a formidable 
horde of horrific beasts and is currently 
threatening to overpower the army. 
Starting in the lab, Jackson begins 
with three different types of genetic 
outcasts named Theroids. Each type of 
Theroid excels in different areas — Hulks 
are strong, Slugs have a lot of stamina 
and Zips are fast, but by cross-breeding 
the creatures perfect soldiers may be 
created. The Theroids can be improved 
even further by subjecting them to 
measured doses of radiation which 
slowly mutate the beasts, making them 
even more powerful. Unfortunately, one 
side-effect of radiation mutation is that it 
can spread viruses, so any Theroid 
contracting a virus must be slain, and 
the same fate falls to weaker animals. 
Only the strongest breed will survive. 
With the army created, it’s time to 
put it into action. Carefully plan your 
attack on each island (of which there 





| ie TE} 
The Sat-Beam orbits the planet and can fire down 
mood-changing rays. Get your Theroids to fight more 
ferociously by zapping them with fight rays, or make 
them horny with the mate beam! 


“OE crare 





you to return to the lab and create more 
powerful animals. Unfortunately, you 
have to start again from scratch! 

Aimed at players of the Maxis Sim 
series, Unnatural Selection is an 
intriguing blend of thought provoking 
strategy and trial and error 
experimentation — so don’t expect an 
invincible army to be created instantly. 
But before you rush out in the hope of 
dabbling in the chaotic world of genetic 
engineering, just hang on. Unnatural 
Selection isn’t due out until January 
next year, when it will appear under the 
Maxis label for just under thirty quid. 





y ad 

Co on your back. He doesn’t 
understand that sometimes science takes time, and 
he’s always hassling you with impossible deadlines. 
One of these days you'll show him... 


PC SOUND CARDS 


3 WITH A FREE MICROPHONE FROM SILICA 


CWE | Se | ESS 
pisiDccrmbtcadel 2 SOUND STANDARDS 


DYNAMIC MICROPHONE 5 SOUND STANDARDS 


For recording your own vocal samples or sound effects (this a‘ : /FREE DELIV! RY | 
microphone is free from Silica with each Sound Galaxy Card). if . r 5 = 

SOU 9010 £7.99 +vat = £9.39 
MIDI CABLE 

Connects to the Game Port on the card and provides MIDI 
IN/OUT as well as an extension for a joystick. 

SOU 9016 £9.99 +var = £11.74 
SONY ADAPTOR 


When connected to the Mitsumi AT-Bus CD-ROM interface 
on the NX PRO Extra, Business Audio Board or NX PRO 16, it 
allows connection of the Sony AT-Bus CD-ROM drive. 


SOU 9021 £7.99 +vat = £9.39 
















































At last, the first 16-bit STEREO PC Sound 
Card with 6 sound standards for under £100! 
That's just one of the Sound Galaxy range from 
Silica. The range also includes 8-bit mono and 
stereo cards with several CD-ROM and sound 
standard options. And, the BXII and NX PRO 


















































Souno Gataxy NX PRO EXTRA 




















oe ie ee ae SCSI EXTENSION BOARD Sounp Gavaxy BXII Extra 
Microphone FHEE OF CHARGE! PRO cia, Busnes Axio Dosrtox MCPRO Te oubesyor | eee vom autal © 8-bit Stereo Sound Card with CD ROM Interface 
to connect to a wide range of SCSI CD-ROM drives. 2 Sound Standards © 5 Sound Standards : 
AdLib, Sound Blaster v.2 AdLib, Sound Blaster v.2, Sound ) 
é [ MONO STEREO ) | SOU 9026 £29 +var = £34.08 ] 6 FREE Speakers Blaster Fro Il, Covox Speech 
8-bit ry CREATIVE) CREATIVE] AZTECH © Dynamic Filtering: Thing, Disney Sound Source RS 





FREE Speakers 


For Better Sound Reproduction e CD-ROM Interface (Built-In) For: 
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No OF Souno StanoaRos 

















© CD Audio In: Mi Interface (Built-In) F 
mes Direct Audio Connection from your CD-ROM into the Card Gey Nae Ga ote . Vester gaaito 
Sono Basen Vesion2 UPGRADE FOR BASIC 16 & NX PRO 16 | ° Mixer Support. © Software Configuration Settings in Eeprom 


Recording and Playback from Multiple Sources 


© Built-In Amplifier © Software Control of Volume, Bass & Treble 


@ Built-In Amplifier 


‘Souno Buaster Pro II 


Gover Speech THws The WavePower daughterboard option plugs onto the BASIC 16 







é or NX Pro 16 and turns them into powerful 32 note polyphonic 
= ee —_ Digital Wave-Table Synthesisers. Ensonig, the well Risa aT e MIDI | interface & MIDI Interface (OAY 
FM Svwmnesieen- OPLS facturers of professional music equipment, provide the chipset on | @ 13 Software Titles Included e 14 Software Titles Included | 1 
Sania Val Charme WavePower. This allows for the aete reproduction of various | @ FREE Dynamic FREE Dynamic 
ve hol instrument sounds including Marimba, Guitar, Bass, Strings and p i 
Die. Sormyere Vine voxroot Special Effects. WavePower is also General MIDI compatible Micr ae from Silica Microphone from Silica 


DiciraL Bass & TREBLE ConrROL ain ; . 
Saneuna Rare, Reconons Up To: | 23KHz providing the 128 instrument sounds and associated percussion 


SAMPLING Rave, PLavbacc UP To: | 44.1 KAI required of the standard. WavePower comes bundled with 


Gave Port, Win MIDLOPnon | © | _ MidiSoft Studio for Windows. 
Dynamic Ficrenins For Berren Sou | © This combination provides a 
CD Auoio In @ powerful tool for you to create 
Gani Use MicrorHoe ANo CD Durie your own compositions or to 
Digia. Praveack | © playback MIDI files. 
EEO FREE DELIVERY +VAT = £116.33 SOU 1096 


‘SMT Boano For Berter RELiaaitity @ 


Free SPEAKERS @ 


CD-ROM livtenrace (AT-Bus) 
Panasouic InTERFAce 

isi ee | ee 
Sony Initenrace 


CD-ROM lnrerrace (SCSI) 
‘MicropHone AGC AMPuirieR 
Sra cna bu 2 SOUND STANDARDS 6 SOUND STANDARDS 
Sorrwane Sevectaste IRO, DMA & 
Appress SerTinG CONFIGURATION 
Retameo Wren Power OFF 
Mixer Support Fron More THAN 
One Source During Recoroine 


Buitt-In AMPLIFIER 
































Ref: SOU 1002 +VAT = £57.58 Ref: SOU 1050 


16-pnit STEREO 


3 4 SOU BEANDARDS 


4+VAT = £92.83 
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AoLis - : 2 f it [_UESNAUVEROLE | 
Som Due Veen Sounp Gataxy Business Aupio Boaro Sounp Gataxy Basic 16 Sounp Gataxy PRO 16 Extra 
FT Wiioows Souno Sysren i i © 16-bit Stereo Sound Card with CD ROM Interface | © 16-bit Stereo Sound Card with CD ROM Interface 
Ienosoer Wore Soe Swe © 16-bit Stereo Sound Card with CO ROM Interface |S Recon Standards od Sind Seats 


















@ 2 Sound Standards 
AdLib, Microsoft Windows Sound System 
Dicrrat Bass & Taeste Cournot © FREE Headphones & Personal Microphone 
corn & eave Ur To | 441KH2 | 44.1KH | 44, @ Ideal for the Serious Business User 


pee ee ete © CD-ROM Interfaces (Built-In) For: 
CDAoN| @ | @ | Panasonic & Mitsumi Drives - Optional Upgrade to 


Gan Use MicnoPnone Ano CD Duane SCSI. Optional Sony Connector (See Above). 


Distiey Souno Source 
FM SyntHesiser - OPL3 
DigrtaL Sortware Votume Courrot 


AdLib, Sound Blaster v2, Sound Blaster Pro Ii, MS Windows 
Sound System, Covox Speech Thing, Disney Sound Source 


e FREE Headphones 
© CD-ROM Interfaces (Built-In) For: 


Panasonic & Mitsumi Drives. Optional Sony 
Connector (See Above). 


© Software Configuration Sadie in Eeprom: 
Card Doesn't Reset on ‘Power-0) 


AdLib, Sound Blaster v.2, Sound Blaster Pro II, MS Windows 
Sound System 

@ FREE Headphones & Personal Microphone 

© CD-ROM Interfaces (Built-In) For: 
Panasonic & Mitsumi Drives - Optional Upgrade to SCSI. 
Optional Sony Connector (See Above). 

© Software Control of Volume, Bass & Treble 


© Built-In Amplifier 
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COROT ET Software Control of Volume, Bass & Treble © Software Control of Volume, Bass & Treble | « jypy4o7 MIDI Compatible - for the Serious Musioian 
Panasonic INTERFACE ge @ Built-In Amplifier & MIDI Interface : 
oo neler © 14 Software Titles Included + Utilities & Oe a oce Vee Reston Progam and Mone 
wee SES wiht So Software Titles Included Drivers for Windows Text Specsh Conary 







CD-ROM InterFace (SCSI) | OPTION 
MicrorHone AGC AMPLIFIER 
Stereo MicRoPHoNeE INPUT 
‘Sorrware Sevectaste IRQ, DMA & 
Aooress Sertin CONFIGURATION 
Reraimeo WHEN Power OFF 
‘Mixer Support From More THAN 
One Source Duaing Recoroinc. 


Option FoR Upcrabe To 16-BiT 
Wave-Tasee SYNTHESIS 


Sreneo Lines In ANo Our Ref: SOU 1084 


FREE Dynamic Microphone from Silica @ Wave Power Upgrade (See Above) 


£99 


Ref: SOU 1056 +VAT = £116.33 


@ Wave Power Upgrade (See Above) 


£129 

































+VAT = £92.83 Ref: SOU 1070 +VAT = £151.58 
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PC Player, 

16-17 Hollybush 
Row, 

Oxford, 

OX1 1JH. 


Closing date: 1 


January, 1994, — 











‘is the manufacturer of the 
MX-230 MEGAGRIP III — one 
. of the best value PC analog 
joysticks available, and it has 15 of the 
beauties to give away to our readers. 
Each joystick features: 
e@ Full IBM PC/XT/AT/386 & 486 
compatibility 
e@ Superior pistol grip design 
Full horizontal/vertical trim 
adjustment 
Auto-centring 
One thumb-activated fire button 
One trigger-activated fire button 
Turbo speed capacity 
Four sturdy suction cups 
Six foot cable with 15-pin connector 
The joystick looks and feels very 
sturdy and comes recommended by the 
PC Player team. 15 people have the 
chance to win their very own 
MEGAGRIP III joystick by answering 
the following multiple choice question: 


A SAITEK MEGAGRIP III WOULD 
COME IN VERY HANDY AS... 

A. A SHOW-STOPPER AT AN ANNE 
SUMMERS’ PARTY 

B. A PC GAMES CONTROLLER 

¢. A DIY TOOL FOR GRIPPING WOOD 























As the B-Wing is more 
suited to flying up 
against the larger 
Imperial Corvettes { 

and frigates, most of 
its missions are 
against these 
powerful battle 


With the inclusion of six historical 
missions, B-Wing offers any 
willing rebels the chance to take © 
the B-Wing across the surface of 
the Death Star and eventually * 
down into the trench to re-enact 
the final scene from the classic § 
film, Star Wars 7 





cruisers 





The B-Wing flies 
slightly differently 
from the X-Wing. 
Before you fly into 
combat it is 
advisable to try your 
hand at the maze in 
the pilots’ proving 
ground 











B-WING 


STRIKE BACK AGAMST Ling EMPIRE WITH THE 


REBELS’ SECRET FT WEAPON, THE B-WING. 








) has firmly 
Bl established 
itself in the 


PC market, minh its highly successful 
point-and-click adventures and also X- 
Wing, the space combat game based 
on the Star Wars Trilogy. B-Wing, like 
Imperial Assault, is an expansion disk 
for the original X-Wing and is based, 
unsurprisingly, around the rebels’ 
heavy-assault starfighter, the B-Wing. 
As B-Wing is just an expansion disk, 
there is very little change in terms of 
presentation, with all of the front-end 
graphics and bases remaining identical. 


’ In the fifth tour of duty, the first mission is undertaken 
| in an X-Wing, with the objective being to protect the 
| six prototype B-Wings under construction in space 








B-Wing 
LucasArts 
£19.99 | 


DOS 5 or above, 2Mb RAM, 386(+33MHz) | 
256 VGA, Original X-Wing game 


a é aE 


Joystick (Recommended), Mouse, Soundblaster, 
AdLib, Roland and GMIDI Sound Cards 


However, B-Wing does include a new 
set of historical missions, the fifth tour of 
duty and obviously the new B-Wing 
spacecraft. Existing pilots from the 
original can be still be used, but also 





There are three new cinematic sequences in B-Wing, 
including gorgeous shots of AT-AT walkers, a heck of 
a lot of Imperial troops and even Luke Skywalker 








Here is the B-Wing in all its glory. The ship is as 
heavily armed as the Y-Wing, sporting three laser 
cannons, a triple ion cannon and 12 proton torpedoes, 
however, it is a lot more agile 


included is LucasArts’ very own veteran, 
TopAce 4. Here you can fly all the 
missions from the previous games, by 
entering the historical combat simulator. 
Also featured are six new B-Wing 
missions, including attacks on Imperial 
frigates and the Death Star trench run. 
The new tour of duty is where you'll 
find most of the action, with over 20 
different missions which follow on from 
Imperial Pursuit. Not all of the new TOD 
missions are flown in  B-Wings, 
sometimes you return to the X-Wing and 
other rebel spacecraft to continue the 
endless struggle against the Empire. In 
addition to these missions, B-Wing 
features three all-new cinematic 
sequences which appear at key points in 
the game, accompanied by even more 
digitised speech. Luke Skywalker and 
Princess Leia also make appearances! 
B-Wing offers more missions than 
the previous Imperial Pursuit and many 
hours worth of flight time with the new 
tour of duty. Although 20 quid may seem 
expensive for an expansion disk, in my 
opinion it’s worth the money. While most 
of the game seems identical, the option 
to play all the other historical missions 
(there are loads of them) is great, and 
obviously the new ship adds a fresh 
lease of life to X-Wing, which was 
superb in the first place. The cinematic 
scenes are merely a bonus, as are the 
brief appearances from Luke and Leia. 
Be warned though — the missions aren’t 
easy. If you’re still struggling with X- 
Wing, B-Wing may ae a little out = sour 
depth. 








The cockpit of the new starfighter is neatly laid out 
and easy to understand. All the gauges, read-outs and 
damage reports are clear and easy to see 
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THE SEQUEL TO 688 





ATTACK SUB EMERGES 
by 
AT LAST. 
ee John 
WILL IT CAPTURE THE 














THE ORIGINAL? 












original 688 Attack Sub was a 
= storming success when released a 

few years ago, and Electronic Arts 
maintains that it has been one of the 
company’s biggest selling titles to date. 
Its inevitable then, that the sequel 
would emerge sooner or later. 

Based on the prototype SSN-21 
submarine, Seawolf is a speculative 
simulation of marine warfare in the near 
future. Coded by John Ratcliff, the 
author of the original 688 game, and 
produced by veteran simulations man 


The Seawolf has an impressive array of 
weapons ranging from wake-seeking 
torpedoes 





aL, 


SSN-21 Seawolf 


SOFTWARE HOUSE 


Electronic Arts 


RELEASE DATE 


| November 


REQUIREMENTS 
Dos 5.0 Min, 2Mb Ram, 386, VGA, Mouse 


SUPPORTS 


Soundblaster 8/Pro/16, Adlib, ProAudio, 
Gravis, Ultrasound, Roland Sound Cards 




















Paul Grace, this title is being touted as 
the most advanced and _ innovative 
submarine simulation ever released. 


As with many other recently 
released sims, the background to 
Seawolf has been _ thoroughly 


researched in order to create something 
as realistic as possible. Apparently the 
US Navy combined five major projects 
to establish the Seawolf class 
submarine. The original 688 
specification was combined with the 
new SSN SUBACS_ (Submarine 
Advanced Combat System), attack sub 
R & D as well as a new submarine 
electronic system. The result was to 
become what the US Navy described 
as the ‘fastest, deepest diving, most 
heavily armed United States submarine 
ever put to sea’, with at least three 
times the mission effectiveness of its 
predecessor. Carrying Harpoon, Sea 
Lance and Tomahawk missiles along 
with mines, Mark 48 ADCAP torpedoes 
and a new conformal array sonar, it’s 
potentially the most powerful attack 
vehicle in naval history. 

Unfortunately though, due to budget 
cuts at Naval Systems Command, the 
pattern of modern warfare and the 
changes in world politics, the scale of 
the project has been reduced and has 
thus remained on the drawing-board. 





The story behind the game sees the 
Seawolf in active service in a scenario 
where Red Army generals have exerted 
extreme pressure. on the Eastern bloc 


nations threatening their military 
stability. As a result of a military coup, 
the newly formed Politburo declares the 


Many of the in-game 
graphics look absolutely 
gorgeous. This sunset 
creates a superb 
atmosphere for a naval 
battle at dusk. There are a 
large number of such 
scenes ranging from 
atmospheric stormy weather 
to brilliant sunshine 


the product and it seems that a novel 
approach to the subject has been taken. 
Whereas old sub sims such as Silent 
Service Il and 688 Attack Sub have 
relied on traditional methods, Seawolf 
makes far more use of sonar. By using 





It’s not just the sound that’s pretty 
fancy though, the graphics are really 
rather special as well. The waves ebb 
and undulate just as you’d expect them 
to, while all 65 of the game’s vehicles 
have been accurately rendered and 


“AS BORDER SKIRMISHES BREAK OUT ALONG THE PERIMETER OF THE USSR, A 
SOVIET TASK FORCE SAILS FROM ARCHANGEL BOUND FOR CUBA, WITH STRICT 
ORDERS TO AVOID NUCLEAR CONFRONTATION...WORLD WAR Ill HAS BEGUN” 


reunification of the USSR and the 
severing of all relations with the West. 


At the same time, a coup in Cuba 
deposes Fidel Castro and a US 
recognised government seizes power. 
As border skirmishes break out along 
the perimeter of the USSR, a Soviet 
task force sails from Archangel bound 
for Cuba, with strict orders to avoid 
nuclear confrontation...World War III has 
begun. 

As you can imagine with a scenario 
such as this, the potential for strategic 
gameplay is absolutely enormous. The 
game’s developers have managed to 
cram an enormous amount of detail into 





Each of the missions in the game covers a vast area. 
The initial planning stage of a mission is all 
performed from a zoomable map 


some clever stereo sound techniques 
the game introduces a whole new 
perspective into simulated sub warfare. 

More than 40 surface ships and 25 
submarines have been incorporated 
into the sonar simulation, each with its 
own distinctive audible signature 
presented very cleverly in stereo when 
used with an appropriate sound card. 
Over 100 samples have been used in 
the game to represent everything from 
sonar pings to whale songs. 


LEASED 

cer reports on any situation which 
arises. Digitised speech is used extensively 
throughout the game 

















You can track the 
projectory of all 
moving objects in 
the game with the 
overhead map. Each 
weapon can be 
designated a target 
and aimed 
accordingly. Once 
you've fired, just sit 
back and watch 
them rip into the 
enemy 





reproduced as scalable 3D models 
which look just like the ‘real thing’. 
SSN-21 Seawolf has been in 
development for some considerable 
time now, but we have been assured by 
the software house, Electronic Arts, that 
it should be complete within the next 
month or so. Hopefully we shall be able 
to bring you a full review, along with 
some comments from a real naval } 
commander in next month’s issue of PC 
Player. a 








BEHIND THE SCENES . 





LEAR NI WEAPONS ROOM EVERGENC 

Run too deep and you'll also have to deal with the 
possibility of running aground. The ‘outside’ view lets 
you see the sea bottom in all its craggy glory 








‘Aform of action — 
replay is available 
by activating a 
WBC news report. 
A full commentary 
is available along 
with close-up 
views of any 
recent action. 
Check out the 
explosions, are 
they impressive or 
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THE ULTIMA 


DRAWS TO 


A cose 
m rms, 
THE FIRST 
GAME IN 
THE FINAL 


TRILOGY. 


Many of the 
creatures are 
absolutely 
enormous and 
create the 
menacing feeling 
which many RPG 
monsters fail to 
evoke 


Auto-combat and 
turn-based combat is 
now out of the 
window due to a far 
more arcade-like 
system having been 
implemented 


numerous outings, the quest of 
the Avatar against the forces of 
the Guardian is finally drawing to a 


PRODUCT 
Ultima Vill: Pagan 


SOFTWARE HOUSE 


Electronic Arts/Origin 


RELEASE DATE 


REQUIREMENTS 


Dos 5.0 Min, 4Mb Ram, 386, VGA, 
30Mb Hard Disk, Mouse 


SUPPORTS 
Soundblaster, Adlib, Roland Sound Cards 


close. As any Ultima fans out there will 
no doubt remember, the Guardian has 
forced the Avatar into a different realm, 
putting him into a situation where there 
is no way home. If you’ve played the 
recently released Ultima VII part two: 
Serpent Isle, you’re maybe wondering 
what the significance of the giant red 
hand which tears the Avatar away is. 
The answer is here and ready for 
release at the beginning of next year. 
The prospect of a new Ultima RPG 
is always a pleasurable experience. 
While establishing themselves as the 
most advanced adventure games 
around, the series has set new 
standards in play-engines and graphics 
systems. As each new title arrives with 
a new interface, extra facilities are 





The Elementals 
are extremely 
important in 
Pagan. It’s not 
until you have 
quashed the 
threat of each god 
that you can truly 
take on the 
Guardian 





provided for the player. So what can we 
look forward to seeing this time? 

The changes found in Ultima VIII are 
actually quite dramatic. While many 
previous revisions have merely been 
refinements to an already superb 
system, Pagan alters the whole look 
and feel of the game. The most obvious 
change is the fact that the view of the 
action has altered drastically, replacing 





developed a far more action-based 
interaction system. Both turn-based 
combat systems and auto-combat have 
been taken out and replaced with a 
real-time battle system which is far 
more arcade-like in style (Eek...let’s 
hope it’s not TOO arcade-like). To 
supplement this, many of the 
extraneous non-player characters have 
been reduced to produce a far more 


“BOTH TURN-BASED COMBAT SYSTEMS AND AUTO-COMBAT 
HAVE BEEN TAKEN OUT AND REPLACED WITH A REAL-TIME BATTLE SYSTEM 
WHICH IS FAR MORE ARCADE-LIKE IN STYLE” 


the previous system with a new, skewed 
perspective playing area, resulting in the 
new game looking sharper with a far 
larger visible active area on each 
screen. 

Overall graphic quality has changed 
quite significantly as well. Characters 
are now larger (the rendered creations 
which roam the Guardian’s realm all 
look superb), and many boast up to 400 
frames of animation, while the Avatar 
himself has almost 1,200 frames 
devoted to his motion. With all of this 
movement it has been possible for the 
team to create characters with individual 
characteristics and mannerisms. Each 
character behaves in a distinct manner 
which helps to prevent the ‘crap 
monster plod’ which tends to crop up in 
most RPGs. 

Beyond this, a great deal of 
attention has been paid to the ‘physics’ 
of all movements. Thrown objects now 
follow correctly calculated projectories, 
while spherical objects will roll just as 
you’d expect them to. The overall aim 
has been to create something far more 
real than anything previously seen in 
other RPGs. 

The final change to the presentation 
of the package has been to the sound. 
Samples have been cleverly tinkered 
with to produce a four channel digital 
effect allowing you to hear multiple 
weapon clangs, screams of agony and 
roars of magic at once. 

Many players complained about the 
sluggishness of Ultima VII, and to 
address this problem Richard ‘Lord 
British’ Garriott and his team have 


‘personal’ approach — although you 
have people tagging along on your 
quest, you are now in far more control 
of your own fate. 

The Avatar’s activities have also 
been added to. Not only can he walk 
and attack (like in all previous games), 





The new creatures are 
not only vicious, but 
also look far better 
than anything found in 
previous titles 


he can now jump in different directions 
and climb as well. During combat these 
new moves add greatly to the speed of 
the game and add the much-needed 
realism to the system. 

On a more technical front, the new 
system has also been enhanced to be 
far more friendly to your machine and 
your CONFIG.SYS file, as well as to 
your playing. The Ultima VII memory 
management system, VooDoo, has 
been ditched in favour of a far more 
reliable system which utilises standard 
EMS and XMS memory managers. 
Although not especially power hungry 
(the game seems to run ably on a 386 
33MHz), it is fairly memory intensive, 
requiring 4Mb of RAM and a whopping 
great 30Mb of hard drive space. People 
with titchy drives beware...perhaps it’s 
time you bought that upgrade you’ve 
been thinking about? a) 















The animation 
throughout Ultima VIII 
is far better than in 
any of the previous 
games. Each motion 
the Avatar goes 
through is 
exceptionally well- 
rendered 


Graphically, the new 
addition to the series 
is streets ahead of the 
previous games 
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Microsoft Bookshelf...................39-75 
Minerva II 
Minerva IIL... 
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Easy to get into 


End RAL 





D-ROMS FROM ONL 


Here is a selection of what we have available - 


Please make cheques/POs payable te PROSOFT and send to: 
Unit 7,22 Bransdale Way, Macclesfield, Cheshire. SKI] 8QT Telephone 0625 430085 


EUROPE'S NO 4 IN SERIOUS FLICHT SOFTWARE 


You are the A T C control officer with this facinatin: 
simulation with authentic speech. See P C Play 
£39.99 (European & Australia | 


Cessna Business Jet imulator. B 











L 





If the title you want is not listed, please call 
Minerva IV.. 24.99 
Napoleonics 32.99 
PrOCOSEAM,.ccsesscccccssssscescscacseecsces 3 9099, 
Real mS.....ccccsccsccsscssscccvocsccseeseeee 34.99 
Return to Zork........sscccsseeseee-4B.99 
Ryder Cup.......cccccccoscsssccsseneneneed 4.99 
Shareware Explorer (4 disks)..45.99 
Sherlock Holmes Detect 3......48.99 
Sleeping Beauty. 
So Much Shareware 3.......... 

Star Trek 25th Anniversary....49.99 
Techno ToOols..........scesrvereeseoseoee 14.99 
Virgin's Shuttle..............sc00+0000+045.99 
World Atlas 4.0 MPC...............67.99 
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Value - £24 





We offer a two percent discount for orders accompanied by cheque or postal order. Please add £1 postage & 
packing per game/CD-Rom ordered, £2 for joysticks/gamecards. £6 for packages. Some carriage charges 
may vary due to weight. ALL PRICES INCLUDE VAT and are subject to change without notice. Products 
offered subject to availability. E & O E All sales subject to standard terms and conditions available on request. 
Please state processor and screen type when ordering and allow sufficient time for cheque clearance. 








OTB CODE OF PRACTICE 


I, CREDIT CARDS ARE NOT 
CHARGED UNTIL GOODS ARE 
DESPATCHED 


zi THE CUSTOMER IS ALWAYS 
INFORMED WHETHER THE GOODS 


ONLY THE BEST 


Es) COMPUTER SOFTWARE 


7 CLEEVE WOOD RD, DOWNEND, BRISTOL. BSI6 2SF 


1869... 

AMBUSH AT 

ACES OF PACIFIC + MISSIONS 
ACES OVER EUROPE. 
ALCATRAZ..... 

AIR BUCKS V1.2 

ALIEN BREED 

ALONE IN THE DARK 
ALONE IN THE DARK 2 

ANIM ATION CLASSICS. 
ARCADE CLASSICS MIC! 
ARCHER MACLEAN POOL 
ARMOUR GEDDON.. 

ATP.. 

ATRAIN 

ATRAIN CONSTRUCTION KIT 
AV8B HARRIER ASSAULT 

B17 FLYING FORTRESS 
BATTLE CHESS 4000 

BATTLE ISLE 93... 

BETRAYAL AT KRONDOR 
BLADE OF DESTINY 

BLUE & GREY. 

BLUE FORCE .. 

BODY BLOWS, 

BURNS RUBBER 

CAR & DRIVER. 

CARRIERS AT WAR. 
CARRIERS WAR CON 
CHAMPIONSHIP MANAGER 9% 
CHESS MANIAC 5 MIL +1 
CHESSMASTER 3000... 
CHESSMASTER 4000 TURBO 
CIVILIZATION... 

CLASH OF STEEL .. 
COMANCHE 

COMBAT CLASS! . 
CRUSADE OF THE DARK SAVANT £29.99 
CURSE OF ENCHANTIA 2. 
CYBER RACE 

DAY OF TH. 

DOG FIGHT 


EYE OF THE BEHOLDER 3. 
F-15 STRIKE EAGLE Il 
FALCON 3.0... 

FALCON 3.0 MIG29 ADD ON 
FALCON 3 MISSION DISK.. 
FIELDS OF GLORY... 


TEL: 0272 401315/B01316 


CALLERS BY APPOINT! 
MON-FRI 10.00am - 7.00pm SAT |0am-5pm SUN TIMES VARY. ANSWERPHONE AT ALL OTHER TIMES. 
All prices include VAT. UK postage add £1.00 per item. Prices subject to change. Access and Visa accepted. Please allow 7 days for cheques 


FLASHBACK... 

FLIGHT SIMUL, 

FL SIM 5 SCENERY DISK‘ 
FORMULA 1 GRAND PRIX. 
FREDDY PHARKU: 
FRONTIER ELITE 2 

FRONT PAGE SPORTS FOOT PRO 
GABRIEL KNIGHT 
GATEWAY 2/HOMEWORLD. 
GLOBAL DOMINATION. 
GOAL-KICK OFF 3.. 

GREAT NAVAL BA’ 

G.N. BATTLES MISS DISK 
GUNSHIP 2000 

HARRIER JUMP JE 

HIGH COMMAND 

HIRED GUN: 

HISTORY LINE 

INCREDIBLE M. 

INNOCENT UNTIL CAUG! 
EVEN MORE INCREDIBLE MAC! 
INDY CAR RACING 


JORDAN IN FLIGHT 
JURASSIC PARK... 
KASPAROV'S GAM 


KINGS QUEST VI. 

LANDS OF LORE. 
LEGACY. 

LEGENDS OF VALOU! 
LEMMINGS DOUBLE PAC! 
LEMMINGS 2 THE TRIBES 
XMAS LEMMINGS. 
LEISURE SUIT LARRY 6. 
LINKS 386 PRO. 

LINKS COURSES .. 

LINKS 386 SVGA COURSES 
LITTLE DEVI 

LOST IN TIME... 


MAN UTD LEAGUE CHAM! 
MERCENARIES. 

M+MAGIC IV CLOUDS OF XEEN 
M+MAGIC V DARKSIDE OF XEEN_ 
MICROSOFT GOLF (WINDOWS). 


MONKEY ISLAND 2. 


POOL PC... 
POPULOUS 2 
PREMIER MANAGER 
PRINCE OF PERSIA. 
PRIVATEER... 


RAGES TO RICHES... 
RAILROAD TYCOON DELUXE.. 
RALLY... 

REACH FOR THE SKY. 


RETURN OF ZORK. 
RINGWORLD 

ROME AD92... 

RULES OF ENGAGEMENT 


SENSIBLE SOCCER 

SECRET WEAPONS 

SEVEN CITIES OF GOLD.. 
SHADOW OF COMET.. 
SHERLOCK HOLMES LOST FILES. 
SHADOW CASTER. 


SILVER SEED 

SIM CITY 2000. 

SIM CITY DELI 

SIM FARM. 

SIMLIFE .. 

SIMON THE SORCEROR.. 
SOCCER KID.. 

SPACE CRUSADE. 















































ONLY 


SPEAR OF DESTINY .. 
SPEED RACER... 
STAR CONTROL 2 
STAR LEGIONS.. 


STRIKE COMMANDER 

STRIKE COMM TACTICAL OPS.. 
STRONGHOLD .. 

STUNT ISLAND. 

SUB WAR 2050. 

SUPER LEAGUE MANAGE! 
SYNDICATE. 


UNDERWORLD 2... 
UNLIMITED ADVE! 
UNNECESSARY ROUGHNES: 
V FOR VICTORY 1 OR 2. 

V FOR VICTORY 

V FOR VICTORY 

VEIL OF DARKNESS 
VALHALLA 

VICTORY 

WAR IN RUSSIA 


WING COMMANDER 2..... 
WING COMMANDER ACADEMY. 
WORLDS OF LEGEND.. 





ARE IN STOCK OR NOT 


EDUCATIONAL SOFTWARE 
MARIOS PLAYSCHOOL 
MARIO TEACHES SW. 
NODDY'S PLAYTIME. 
NODDY'S BIG ADVENTURE : 
FATTY BEARS BIRTHDAY SURPRISE. £24.99 
FUN SCHOOL TITLES... £16.99 
DISNEY SOFTWARE EDUCATIONAL ~ 
MICKEYS ABC. £15.99 
MICKEYS 123... £15.99 

15.99 
MICKEYS JIGSAW PUZZLES £15.99 
BEAUTY AND THE BEAST... £19.99 
SIERRA EDUCATIONAL 
MIXED UP FAIRY TALES... 
MIXED UP MOTHER GQOS 
CD ROM TITLES 

7TH GUEST LTD EDITION 
ADVANTAGE TENNIS. 
ALONE IN THE DARK. 











CYBER RACE... 
DARK SUN/SHATTERED LANDS. 
DAY OF THE TENTACLE. 
DINOSAUR ADVENTURE. 
DINOSAURS MICROSOFT 
DRACULA UNLEASHED... 
DUNE... 
ERIC THE UNREADY. 
EYE OF THE BEHOLDER 3. 
GOBLINS 1+2... 
GREAT NAVAL BATTLES. 
GUINESS DISK RECORDS 
HISTORY LINE 1914-18.. 
INCA...... 
INDIANNA JONES 

J 


LANDS OF LORE 

LEGEND OF K’ 

LEISURE SUIT LARRY 6 
LOOM...... 

MAD DOG MCCREE.. 

MAN ENOUGH... 

MAVIS BEACON TYPING V: 


You wait only the best PC Games ? 
You want strategy tips and tactics ? 
You want to know what'll fit on a 286 ? 
You want clues to the last 5 years of adventure games ? 


MICROCOSM.... 
MICROSOFT GO} 
MONKEY ISLAND.. 


RING WORLD. 

RYDER CUP 

SECRET WEAPONS OF THE LUFTWAFFE £30.99 
SHADOW OF THE COMET... . 
SHERLOCK HOLMES CONS' 


SPELLCASTING TRIPLE PACK. 
STONE KEEP... 
SUPER STRIKE COMMANDER 


ULTIMA SERIES 1-6 
UNDERWORLD 1 + 2. 

WING COMMANDER 2 DELUXE 
WING COMM 2/UNDERWORLD 


CD ROMS 
MITSUMI LU005 INTERNAL CD-ROM 
DRIVE WITH INTERFACE, MULTI- 
SESSION AND PHOTO CD COMPATI- 
BLE. 

£151.58 (£129.00 + VAT) 
PANASONIC 562 DOUBLE SPEED 
MULTI SESSION CD-ROM DRIVE 
320ms ACCESS TIME AND 300 kb/s 
DATA TRANSFER. 
INTERNAL 

£188.00 (£160.00 + VAT) 
INTERFACE CARD 

£29.38 (£25.00 + VAT) 
DOS 6 UPGRADE... 
SOUND CARDS 
SOUNDBLASTER V2 

£64.63 (£55.00 + VAT) 
SOUNDBLASTER PRO 

£99.99 (£85.00 + VAT) 
SOUNDBLASTER PRO 16 ASP 

£182.13 (£155.00 + VAT) 
POSTAGE ON SPECIAL OFFERS 


CD-ROMS.. 
SOUNDCARD: 


NR APPROACH ¢ 


YOU GOV F7 & 


XMAS SPECIAL 


Ask Santa for our top multi-media system:- Double- 
speed CDROM drive, 16 bit sound card, high-quality 
Labtec errors ° £399 INC VAT ! 


Extra 


We also sell 
board games. 
Send now for a 
Cor- | €=) Cole | Um 


GAMES 
& 
JIGSAWS 








AFTER SILENT SERVICE Il, SUBMARINE 


SIMS BECAME THIN ON THE GROUND. 


SIERRA IS ATTEMPTING TO RECTIFY THIS 


WITH THE RELEASE OF ACES OF THE 





DEEP, 


; 
J} o} oll lah g 


| Aces of the Deep 








AWWII 


evans a fella 


| Dynamix/Sierra 
SUB GAME. 


January | 











Dos 5.0 Min, 2M, 386, VGA | 


~ Ie)*lel ban 
UPPOR 


Mouse, Joystick, | 
Soundblaster, Adlib, Roland Sound Cards | 





| was a time when simulations 

| were predominately flight 

i oriented, with air combat sims 
becoming increasingly popular as the 
years went by. It’s only recently that 
we’ve seen a change in this trend with 
racing sims and, in the last couple of 
years, submarine simulations becoming 
available. Dynamix, already known for 
its ‘Great Plane’ series (the Aces series, 
A-10 etc) has decided to utilise the 
graphics engine and playability from its 
previous games and incorporate it all 


The sinking of 
non-military ships 
was frowned on 
during the war and 
commanders had 
to adhere strictly 
to the rules of 


engagement. — into a submarine sim. 

a Aces of the Deep, as you would 
justified because expect from the name, follows in the 
the ship in same footsteps as the other Aces 
question was games. Set during the middle of WWII, 
shipping ball- a time when the Germans could 
bearings 


The opening screen contains some excellent footage 
of a WWII sub coming towards you. A lot of detail has 
been crammed into the picture, including fore and aft 
conning tower guns and periscope protrusions 











conceivably have won the war under the 


waves, it gives the opportunity to 
experience just what it would have been 
like to spend all your time in a watertight 
can with guns and torpedoes. 

Aces of the Deep relies on a more 
simplified approach to the problems of 






seas, different views can be called up to 
assist you with such things as target 
location, navigation, and depth and 
speed settings. Unlike your average 
fighter aircraft, it's not simply a case of 
looking around for the enemy, instead 
you must use different aspects of the 


“UNLIKE YOUR AVERAGE FIGHTER AIRCRAFT, IT’S NOT SIMPLY A CASE OF 
LOOKING AROUND FOR THE ENEMY, INSTEAD YOU MUST USE DIFFERENT 
ASPECTS OF THE SUB’S RADAR AND SONAR EQUIPMENT TO HOPEFULLY FIND 
THE ENEMY BEFORE THEY FIND YOU” 


commanding a submarine than Seawolf, 
the sub game soon to be released by 
EA, because it’s WWII and there are no 
complex computer targeting systems 
available. While this means that getting 
in a good shot at the enemy will involve 
more skill on the player’s part, it also 
results in the learning curve of the game 
being reduced greatly. 

To cope successfully in the war-torn 






Due to the fact that you are lying 30 feet below the 
waterline, the only way to see just where you are is to 
use the periscope 


The heart of the game. From this position, you can 
gain access to all other parts of the vessel simply by 
making use of the icons located at the bottom of the 
screen 








sub’s radar and sonar equipment to 
hopefully find the enemy before they 
find you. 

All this is made easy because of the 
intuitive icon system that the game 
employs — anyone familiar with the 
Sierra series of adventure games will 
feel right at home. Changing from the 
radar targeting screen to the world map 
navigation screen involves nothing 
more than clicking on an icon and 
putting your plans into action. It is 
because of this that the game is very 
easy to play, and even easier to get 
into. 

Games such as this are relatively 
new, with the last one being 
Microprose’s Silent Service Il over two 
years ago. Aces of the Deep shares the 
same kind of gameplay as SSII, but 
brings it up to date with improved 
graphics and more features. Taking 
command of a WWII submarine may 
never have been easy, but with Aces it 
proves to be a challenging and 


enjoyable task. Look out for a full review 
coming up in the next issue. 





After a hard day at the office there’s nothing a 
submariner likes better than to unwind with a 
seductive dance show laid on by the locals. The perks 
of working for the navy, eh! 





YAKS OK 
SUCCESFULLY 
ACCOMPLISHED a 











Dynami 


BN 


YOUR NEXT 
MISSION... 


available for the PC. 


IN THE GREAT WAR 
PLANES SERIES 


from | Dynarm Ix? 


PART OF THE SIERRA FAMILY 





Excellence in Flight Simulations 
for further information 
call: 0734 303171 


WITH 


SHADOW 


CASTER 


ALREADY IN 


THE SHOPS 


AND STONE 





NS KEEP DUE 
AFTER 

CHRISTMAS, 

IS THERE 

ROOM FOR 

YET ANOTHER 


3D RPG? 





Fonetert Castien The —e | 























~ Dos 5.0 Min, 4Mb a 486, VGA, Mouse — 





Soundblaster, AdLib, Roland Sound Cards — 


i quality of first-person perspective 
2] RPGs seems to be improving at a 

1 geometric rate. Just a few months 
ago, the graphics engine in Underworld 
Il was the single most impressive game 
system around — now we have a whole 
host of new games in the wings just 
waiting to demonstrate what a high 
powered PC can really do. 

Forgotten Castle is the first game to 
emerge from the affiliated label of 
Redwood California-based Twin Dolphin 
Games and Electronic Arts. Making its 































name of Tris. The game begins as Tris 
learns at his mother’s deathbed that his 
father is the true King of Alonia and that 
he is missing, presumed dead. He also 
discovers that the family’s ancestral 
castle has been conquered by the foul 
Ruzakian hordes. 

The quest begins as Tris embarks 
on a mission to discover the fate of his 
father and liberate the castle from the 
evil demons which now inhabit its 
hallways. The game is divided into 10 
levels which will take Tris from the 


“MAKING ITS DEBUT AT THE SUMMER CES IN CHICAGO THIS JUNE, THE GAME 
HAS ALREADY RECEIVED AN ENORMOUS AMOUNT OF PRAISE FOR BOTH ITS 
SUPERB GRAPHICS AND AMAZINGLY FLUID SCALING AND SCROLLING” 


début at the summer CES in Chicago 
this June, the game has already 
received an enormous amount of praise 
for both its superb graphics and 
amazingly fluid scaling and scrolling. 
Subtitled The Awakening, the game 
is actually the first in a proposed series 
based around a foundling prince by the 


streets of the city, to the winding 
passageways of the castle and finally 
deep within the catacombs deep 
beneath Alonia. 

The aim of the mission is for Tris to 
battle his way through the numerous 
levels of evil creatures which block his 
path, before finally conquering the evil 


Unlike many games of this style, some of the caverns 
and passageways are actually tilted. This manages to 
produce an effect far more natural than the clinical 
squared-off passageways of Ultima or Dungeon Master 


* 
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Ruzakian overlord. Much of the game is 
combat based, but Twin Dolphin is 
eager to publicise the fact that the ‘plot’ 
to Forgotten Castle is actually non-linear 
and players can explore any area of the 
land of Alonia to perform sections of the 
overall task. 

OK, it may not be the most original 
scenario ever dreamed up, but what 
Forgotten Castle lacks in storytelling 
panache, it more than makes up for in 
game features. For a start, it employs 
an action-based interface which actually 
allows players to embark on Tris’ 
missions without the obstruction caused 
by tedious icon bars and on-screen 
controls — every action in the game can 
be activated by simple keystokes 
coupled with mouse control. As with 
Stone Keep from Interplay (previewed in 
issue one) this system allows for a 
much more action-based game which 
runs as fast as possible. Although it may 
sound a little too simplified when 
described here, we have been assured 
that the game offers all of the magic and 
object manipulation offered by the most 
complex RPGs around. 

Obviously, the single biggest selling 
point which Forgotten Castle offers is 
the exceptional graphical effects which 
appear throughout the game. Every 
location is fully rendered in 3D to 
provide an exceptionally realistic and 
natural-looking environment through 





LE: THE AWAKENING 








Each bunk in this dorm is rendered with as much 
detail as any other element in the game. It’s this level 
of detail which sets Forgotten Castle apart from all 
other forthcoming 3D RPGs 





month (also from EA) is nowhere near 
as visually complex as FC and even 
that runs slow on anything less than a 
486 25MHz. When we saw the early 
demos of FC, we were informed that the 
system being used was a 486DX2 
66MHz. This is all well and good, but 
much of the on-screen movement was 
limited to a relatively small window. 





“EVERY LOCATION IS FULLY RENDERED IN 3D TO PROVIDE 
AN EXCEPTIONALLY REALISTIC AND NATURAL-LOOKING ENVIRONMENT 
THROUGH WHICH THE PLAYER CAN WANDER” 


which the player can _ wander. 
Supplementary scenery is provided in 
the shape of texture-mapped polygons, 
such as furniture and even light fittings! 
These added touches provide an 
incredible perception of both depth and 
perspective. 

Unfortunately (for some) this 
enormous amount of detail means that 
Forgotten Castle is a product which will 
only run effectively on a high-end 486 
PC. Shadow Caster reviewed this 


Could we have a game which is simply 
too ambitious for the hardware that’s 
available? 

Although initially scheduled for an 
October release, Forgotten Castle is 
now intended for release in February or 
March 1994. This is approximately the 
same time as both Dungeon Master II 
and Stone Keep. What will emerge 
victorious — the pedigree of DM or the 
visual excellence of Forgotten Castle or 
Stone Keep? A 





Unlike many previous 3D RPGs such as Ultima 


Underworld, many of the passages in Forgotten Castle 


are irregular shapes — this presents a far more 
realistic impression of the ‘virtual’ world 





As you move your character downstairs, the whole 
viewpoint shifts and everything in the foreground 
slips slightly out of focus. This creates an impression 
of depth unlike anything seen before on the PC 








Many of the 


The streets of 
Alonia have all 
been wonderfully 
rendered with an 
enormous amount 
of detail. 

Each building is 
unique and many 
of the roadways 
are bordered by 
foliage 


i 





locations are 
absolutely huge 
and manage to 
convey a true 
feeling of scale. 
The open dining 
room in the castle 
is one of the 
biggest furnished 
rooms in the game 
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A STORY OF 


FLATULENCE 


UNCOVERED 


’ Pharkas is a devious 

game. In __ fact, it's 
I downright MEAN in 
places, so we’ve whupped this concise 
players’ guide into shape to help you 
out with a few of the harder parts of the 
game. 

Guides for this particular kind of 
adventure are very difficult to put 
together without giving too much of the 
game away. Rather than produce a 
complete walk-through solution (which 
would undoubtedly please Sierra with 
the game having only been on the 
market for a couple of months!), we 
thought we’d go for a hint-based guide 
complete with a couple of skeleton 
solutions. Happy shootin’! 


ACT | 


The first act is simple enough, so you'll 
be able to work it out for yourself. If you 
are stuck trying to purify the town’s 
water, then try a few different things 
with the ladder and the rope — you 
never know, they may help you reach 
the top of the water-tower... 


ACT ™ 


Act Il is a beast to fathom out. The 
flatulent horses are about to asphyxiate 
the entire town and it’s up to you to find 
the appropriate wind-repellent! But what 
will help you breathe more easily? 
Tunes? Lockets? No, but a gas mask 
just might do the trick. 

To make one of these you’re going 
to need a bean can and an ice-pick for 
starters, followed by a handy leather 
strap and a smattering of charcoal. Put 
them together and take a ovens breath. 


i / ‘You take a fee a breaths from the gas 
mask, clearing your head and enabling you | 


to go on awhile longer! 








Next you must find a cure for the 
horses’ trumpfoolery by taking a sample 
of their emissions and testing it in your 




















lab. Once you’ve discovered exactly 
what the horses have eaten, you can 
prepare the appropriate cure. If you’re 
stuck here, nip off and collect the paper 
bag from the store and get yourself a 
methane sample. 


STAMPEDE! 
A snail stampede threatens the town 
and you have only a week and a half to 
prevent eaten doom! 
First of all, go and buy a 
me beer from the saloon. 
# Next you’re going to 
need something to open 
= the bottles with. Finally, 
take the opened bottles 
== and pour the beer on 
the...hold on, work that out for yourself, 
it took me long enough to find out! 


SIDEKICK SRINI 

B To help your jolly 
3 sidekick from the anthill 
you'll need a_ small 
«= ladder from somewhere. 
«= Don’t worry, finding the 
ladder is child’s play (handy hint!). 












LIGHT MY FIRE 





A fire next to the pharmacy endangers 
my business. Put out or get out, that’s 
what we say. 

Upon exiting the pharmacy you will 
notice numerous sacks of baking soda 
lying on your porch. Taking one of these 
would be a good idea. 
Drop the sack on the 
correct side of the see- 
saw (“But which side?”) 
and climb onto the 
swing. Keep clicking on 
Freddie to make him 
swing higher. At the right point he 
should fly onto the school roof. The next 
step is easy... 


ACT Ill 


The first thing you need 
to do in act Ill is to get 
the safety deposit key 
from the graveyard (dig 
for success) and return 
to the bank. Here you 
will find your long-lost 
shootin’ irons. You'll pees yf 
need to clean and load them before you 
practice any fancy shooting, so try 
offering tasty gifts to the sheriff for a few 
helpful items. 
as wr The next bit is hard. 
You need to make a 
replacement ear from 
Srini’s silver medal 
(found hanging in the 
pharmacy). Show it to 
Whittlin’ Willy and pinch 
his knife. Get some clay 
from the graveyard and some wax from 
the church. Return to the pharmacy and 
use the knife, clay and wax to make an 
ear mould. Melt the silver medal and 
use it on the mould. 





rr 














CHEAT! 

Sort out the card cheat by grabbing the 
third arm at the right moment. When he 
pulls out his gun, try shooting the foot 
rail instead. 





The trick here is to stay away from the 
front of the saloon (use back entrances 
to all the buildings). Get the French 
postcards from the knocking shop — 
give them to the barber and he will give 
you the nitrous oxide. 
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To get rid of the cowhands, you 
must...erm, take a look at the picture. 








given the chance to prove your shooting 
skills. Take out the baddies, but not the 
goodies (Obvious?). 

4 When Kenny arrives 
you will both shoot it 
out. Even if you draw 
first, you still end up 
losing your other ear. 
Staunch the flow of blood to save your 
NECK (hint, hint). 





FREDDY PHARKAS FF 


PENELOPE PROBLEMS | 

Inside the classroom you should; (i) Do 
as you are told, and (ii) Deflect the 
bullet with something nearby. 





ear, you might be able to cut the ropes 
with it. 


EN GARDE! 








— 


’ i ee 

a 3 a_i 
Hell hath no fury like a woman with a 
scimitar. Do as Penelope does, but 


select the sword and keep clicking it on 
her. 


EAR PIERCING 








Kenny discovers Freddy and Penelope 
in a compromising position and is 
naturally rather disgruntled. Only one 
thing will prevent your sudden and 
certain death, but I’m not going to tell 
you what that is. Sorry! | 
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HEIR TODAY, 


TOMORROW 


LEAVES ALEX 


ALL WASHED 


CAN'T 


RESCUE HIS 


BELOVED 


CASSIMA. 


PC PLAYER 


CAN HELP, 


BUT WE 


WON'T 


HOLD YOUR 


HAND ALL 


THE WAY 


THROUGH! 
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HM MM below are tips 
| fl for the trickiest 

15 Eo puzzles in King’s 
Quest 6, for example the solutions to 
the Logic Cliff riddles and how to thwart 
the Vizier’s evil genie. You'll also find a 
list of objects needed in the game, 
along with where to find them and what 
they do. If you ever get stuck, the first 
rule of adventuring is never give up. 
Keep looking around, _ revisiting 
locations in the hope of finding 
something new — you'd be surprised 
how often this happens! 


THE LOGIE CHIE P 


Puzzles one, three and five are easy if 
you consult the manual. The second 
and fourth traps are harder. Select 
the symbols for the word SOAR to 
make the steps appear. To solve the 
fourth riddle, choose the symbols for 
Azure, Caterpillar, Tranquillity and 
finally Air. 


VIZIER ALHAZRED’S GENIE 









































The Vizier’s genie appears in many 
different forms throughout the game, 
tempting Alex in the hope of killing him. 
The genie will appear as the old robed 
man in the pawn shop, the young boy 
taking a swim in the sea, the gardener 
in the Beast’s garden, the old woman 
on top of the Logic Cliffs and the young 
winged-woman in the catacombs. 
Ignore him each time and Alex will 
survive intact. The genie can mean the 
difference between completing the 
game or making the long journey 
into the Realm of the Dead, so watch 
him closely. Remember, he loves 
mints and hiding in his lamp. 











Bifacomas 






This pit is the 
way down to the 
next level 


To complete the spike maze step to 
the right, and diagonally down the 

line of roses. Step onto the scythe, 
the crown, the dove and finally the 
skull and crossbones 


Pick the coins out of 
the dead man’s skull 


The shield can be found 
hanging on the wall 


This isn’t 
really the 

girl Alex 
has come 


to rescue, 
itis in fact 
the genie 


in disguise. 
Do not 
follow him 


King’s Quest can be competed without 
using any of the spells, although they 
must be cast to score maximum points 
with a different ending. Here’s how the 
spells are used: 








MAKE RAIN 








Get the sacred waiter from the oracle, 
the baby’s tears and the water from 
the fountain and mix them in the 
hunter’s lamp. Cast the spell, then visit 
the druids on Mist Island. They’ll take 
Alex hostage and string him above the 
fire. When the lamp gets hot, the skies 
will open and it will pour with rain, 
dousing the flames and allowing him to 
grab the burning embers. 

















The Lower Catacombs (Below) 


The secret door can be 
opened by fiddling around) 
with the tapestry 





Get the skull from the catacombs and 
with it scoop up the burning embers 
on the Isle of Mist. Add to this a strand 
of hair from Cassima’s ribbon, then 
climb to the top of the Logic Cliffs where 


Alex will find the flying horse, 
Nightmare. Cast the spell on the dark 
creature before the hot embers cool off. 
Nightmare will take Alex to the Realm of 
the Dead. 





The catacombs is the labyrinth of 
rooms where the Minotaur dwells. To 
succeed in defeating the man-beast, 
Alex will need the following items in his 
inventory before returning to the Sacred 
Mountain for a second time: the red 
scarf from the Queen, the hole-in-the- 
wall, the tinder-box and the brick from 
the Beast’s garden. 





To illuminate 
the dark room, 
use the tinder- 

box to ignite 

the torch on 
the wall 


Use the hole-in-the-wall to 
look through the east 
wall. Look carefully at 
what the Minotaur does to 
open the secret passage 


USING THE ‘SPELL BOOK . aaa: 


Bint 





Get the black feather from the bottom of 
the Logic Cliffs. Next, scoop up the 
swamp ooze with the teacup and finally 


add the gooey water from the River 4 


Styx. Mix with the feather and then use ° 
the brush from the pawn shop to paint a 
door on the side of the castle. Cast the 
spell and a door will materialise. > 
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ALEX’S DAVENTRY RING 
Alex’s ring can be found on 
the beach. Show the ring to 
the castle guards so they let Alex past. 
Trade the ring in at the pawnshop to get 
the. magic map. The clown in the 
bookshop will only talk to Alex if he 
shows him the ring, which eventually 
must be given to Cassima’s nightingale, 
Sing-sing. 


DAVENTRY COIN 

Also found on the beach. 
Swap the coin with the 
pawnbroker to get the nightingale, 
brush, tinder-box or flute. 


INCRIMINATING LETTER 

The letter is found inside the 
J chest. Show it to Captain 

Saladin before attacks. 


DULL BOOK 
Pick up the dull book from the 
bookstore and read it to the 


oyster on the beach. 


MINT 
Pop the free mint from the 
pawnshop into the _ big- 


tongued gnome’s mouth when he 
comes to taste Alex. 


i rey 


Play the flute to the 
Wonders. 











sunflowers in the Garden of 








SHIELD 

The shield from the wall of 
_ the catacombs is used to 
protect Alex from the stone arrow which 
is fired by the statue in the garden on 
the Isle of the Beast. 


) SACRED WATER 

The oracle gives Alex the 
3 sacred water after he’s 
defeated the Minotaur. It is one of the 
ingredients for the rain spell. 






PAINTBRUSH 
Another object from the pawn 
shop. Use it with the magic 


paint mixture to create a door in the side 
of the castle. 


TINDERBOX 
The tinder-box lights Prince 
Alexander’s way on Isle of the 


Sacred Mountain, illuminating the caves 
behind the nightshade bush and the 
dark room inside the catacombs. 


DISAPPEARING INK 
Grab the ink bottle from the 
junk the pawnbroker throws 


out. When the all-seeing gnome 
appears on the beach on Wonder Isle, 
smother Alex with the ink. 


SPELL BOOK 

Found in the _ bookstore. 
Exchange the magic book for 
the rare book given to Alex by the 
bookworm. 


PAGE FROM POEM BOOK 
ie 24 Examine the love poems 
section in the bookshop and a 
page will fall from one of the books. 


72) RIBBON 
* Sing-sing will bring Cassima’s 
ribbon after Alex has given 


the nightingale his ring. Examine the 
ribbon carefully to get the strand of hair 
needed for the ‘Charm Creature of the 
Night’ spell. 





SbRrain 


DEAD MAN’S COINS 

Found deep within the 
catacombs. To cross the 
River Styx, give the coins to the undead 
ferryman. 


DAGGER 
== Save the winged-woman from 
the Minotaur and she’ll give 


Alex a dagger. Give the blade to 
Cassima to protect her from the Vizier. 


SKULL 

The skull, found inside the 
Minotaur’s labyrinth, is part of 
the enchant spell. Fill it with burning 
embers from the Isle of Mist. 












RABBIT’S FOOT 

The lucky rabbit’s foot is 
©. found inside the ferryman’s 

boat. Use it on the gnome with large 

hands. 


GENIE LAMP 
Swap the hunter’s lamp for 
the genie lamp after the 


‘Make Rain’ spell has been cast. Use it 
at the top of the palace tower to trap the 
genie. 


=p) NAIL 
#2" Found on the top floor of the 
Le palace in the alcove, holding 


up the picture. Use it to unlock the 
chest inside the Vizier’s bedroom. 


SWORD 
In the final battle against 
Alhazred, grab the sword from 


the tower wall and attack the Vizier. 


: WIND-UP NIGHTINGALE 
=i “4, | Use the clockwork nightingale 


to befriend Sing-sing 
(Cassima’s nightingale) and to fool the 
gnome with big ears. Swapped from the 
pawnshop, the nightingale will also 
distract the dog guards on the top floor 
inside the royal palace. 


Before Alex can get the map 
he must talk to the ferryman. 


Swap the map for the Daventry ring. It 
teleports Alex from island to island. 

















pee FLOWER 

The stinking flower is found at 
>: foot of the mountains. Use 
it on the gnome with the incredible 
sense of smell. 


BLACK FEATHER 

The black feather is also 
found at the bottom of the 
Logic Cliffs and is used as part of the 
magic paint potion. 


PEPPERMINT LEAVES 
Found in the caves at the top 
of the cliff, the peppermint 


leaves can be used to confuse the 
genie at the top of the palace tower. 










WHITE ROSE 

Pick a rose from the garden 
‘ and give it to the servant girl 

on the Isle of the Crown. This is the only 

way to befriend her. 


DANGLING PARTICIPLE 

Lure the dangling creature 
| ==. with the unfinished sentence. 
Give the creature to the bookworm. 


BRICK 

Get the brick from the garden. 
Jam it in the gears when the 
ceiling starts to cave in the catacombs. 











— ISLE OF WONDER 


UNFINISHED SENTENCE 

Pull the sentence out of the 
water on the beach and use it 
to snare the dangling creature on 
Beast’s Isle. 


PEARL 
yy . Grab the pearl from the 
snoring oyster and give it to 


the pawnbroker to get Alex’s Daventry 
ring back. 





RARE BOOK 
Give the rare book, which is 
obtained from the bookworm, 


to the book-keeper to get the magic 
book. 


SPIDER’S PAPER 

Tap the loose strand at the 
bottom of the spider’s web. 
When the black widow runs down to 
repair the web, grab the piece of paper. 
The words written on the scrap will be 
needed to solve a riddle on the Realm 
of the Dead. 





COAL 
Pick up the coal from the fire 
and give it to the Queen to get 


the rotten egg. 


SCYTHE 
-) The scythe is hanging on the 
: tree. Use it to hack through 
the rose bushes in the garden on the 
Isle of the Beast. 


BURNING EMBERS 

__, Scoop up the burning embers 
= in the skull to mix the enchant 

creature spell. 








| FALLING WATER 

¥ Fill the hunter’s lamp with 
S water from the fountain to 
create the rain spell. 


BEAST’S RING 
The beast will give Alex the 
ring after talking to him. 


Convince the servant girl to come to 
Beast’s Island by showing her the ring. 


MIRROR OF TRUTH 

Beast will give Alex the mirror 
after meeting Beauty. Use it 
on Death to make him cry. 








SWAMP OOZE 
Get the swamp ooze by giving 
the rotten tomato to the log on 


the side of the swamp. When the stick- 
in-the-mud throws the goo back, scoop 
it up in the teacup. 


BOTTLE OF MILK 

Snatch a bottle of milk from 

the swamp and feed it to one 
of the baby-faced plants. This will make 
the others cry. 


suum) BABY’S TEARS 

= * Collect the baby’s tears from 
© the crying plants and scoop 
them up in the lamp. Another ingredient 
of the rain spell. 


HOLE-IN-THE-WALL 
Get the hole-in-the-wall by 
playing the flute to the 


sunflowers and grabbing the hole while 
the flowers are dancing. Use the hole- 
in-the-wall in the catacombs to spy on 
the Minotaur. 


— REALM, 


TICKET 

Talk to the two ghosts and 
they'll give Alex a ticket. Use it 
on the undead ticket collector to get into 
Hell. 


GAUNTLET 
Grab the gauntlet from the 
dead knight. Use the gauntlet 


on Death before he kills Alexander. 


RIVER STYX WATER 

Collect the River Styx water in 
@e the teacup and create the 

magic paint potion. 











KING’S QUEST 6 


’ SERVANT’S CLOTHES 

_ The young servant girl will 
give Alex her clothes after 
meeting the Beast. Use the clothes as a 
disguise to get into the castle. 


HUNTER’S LAMP 

Reach up and grab the lamp 
from the tree and use it to get 
the baby’s tear. Mix the ‘Make Rain’ 
spell in the lamp, then exchange it for 
the blue genie lamp on the Isle of the 
Crown. 









DRINK-ME POTION 

The drink-me potion appears 
*__ in the Garden of Wonders and 
must be drunk in front of the old man in 
black robes inside the pawnshop. 


ROTTEN EGG 

You need the egg for the 
enchant spell. Obtain it from 
the Queen by giving her a piece of coal. 


| RED SCARF 
The queen drops the scarf as 
she walks away. Taunt the 
Minotaur with the red scarf. 


TEACUP 

Found on the chair in the 
garden. Mix the magic paint 
spell in the cup. 


ICEBERG LETTUCE 

# Grab the iceberg lettuce from 
__ the Garden of Wonders and 

throw it in the boiling pool on Beast’s 

Isle to cool it down. 














SKELETON KEY 

Play the bone xylophone at 
be the entrance to Hell to get the 

skeleton key. Use the key to either 

escape from the palace dungeon or to 

open the Vizier’s trunk. 


HANDKERCHIEF 

The ghost mother will give 
| Alex the handkerchief if he 
talks to her. Give the handkerchief to 
the boy ghost found within the palace 
dungeons on the Isle of the Crown. 














The Isle of Mist 
only appears after 
Alexander has 
conquered the 
catacombs 





The Realm of the 


Dead can only be 
reached by riding 
on the back of 
Nightmare, the 
black Pegasus 
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‘PLAYER 


SUBSCRIPTI 





ACES OF THE PACIFIC 


3.5” DISK 














KING’S QUEST V 


LEISURE SUIT LARRY 5 





POLICE QUEST 3 






QUEST FOR GLORY 3 
SPACE QUEST IV 


POLICE 


Hs ig 








SPACE QUEST IV 





12 ISSUES OF PC PLAYER 


£25.00 





is your chance to 
subscribe to the 
brightest and most 


innovative PC games magazine 
available. PC Player concentrates on 
only the serious side of PC gaming, 
which means each issue will contain 
nothing but quality reviews and news of 
the latest simulations, war games, 
adventures and strategy games. 

Not enough for you? OK then, how 
about taking advantage of our special 














OFFER 1 OFFER 2 OFFER 3 OFFER 4 


12 ISSUES OF PC PLAYER, 
PLUS A SIERRA GAME 
WORTH £39.99 


£40.00 


12 ISSUES OF PC PLAYER, 
PLUS A SIERRA CD-ROM 
GAME WORTH £44.99 


£45.00 






TEM ore 


THIS MONTH'S SPECIAL OFFER 
ALLOWS YOU TO GET THE FIVE 
STAR RATED TFX AND 12 ISSUES 
OF PC PLAYER FOR ONLY £45 


ONS 


subscription offer and getting your 
hands on either a Sierra disk-based 
game worth £39.99, or a CD-ROM 
software package worth £44.99? 
Imagine, no more trudging down to 
the local newsagent in the rain and the 
snow only to find that PC Player has 
sold out and the only thing that is left 
on the shelf is an outdated copy of 
Bunty! Simply decide which package 
you’d prefer and fill in the form on this 
page. | 


KING’S QUEST VI 


LAURA BOW = DAGGER OF AMON RA 





SPACE QUEST IV 


ECO QUEST - SEARCH FOR CETUS 


12 ISSUES OF PC PLAYER, 
PLUS TFX 


£45.00 





| [CHOOSE ONLY ONE OFFER 





rene 





PAYMENT BY CHEQUE OR POSTAL ORDER | 








| PAYMENT MADE TO MAVERICK MAGAZINES LTD 





as 























| 
_| 
| 
























































SEND COMPLETED FORM TO: 
I 

|POSTCODE: PC PLAYER SUBSCRIPTIONS, 

| WOULD LIKE OFFER 1: MAVERICK MAGAZINES LTD, = 
12 issues of PC Player for £25.00 3 
| WOULD LIKE OFFER 2: Specify game 16-17 HOLLYBUSH ROW, = 
12 issues of PE Player, plus a Sierra game worth £39.99 3 
| WOULD LIKE OFFER 3: Specify game OXFORD, 3 
12 issues of PE Player, plus a Sierra CD-ROM game worth £44.99 
I WOULD LIKE OFFER 4: OX! 1JH. : 


12 issues of PC Player, plus TFX worth £45.00 











es 













CITIZEN PRINTERS 

FROM SILICA 
° FREE DELIVERY, © WINDOWS 3.1, WITH 2 YEAR WARRANTY 
©2,YEAR WARRANTY @ FREE HELPLINE 144. 8 


® FREE § TAR TER KIT With Citizen dot matrix printers from Silica 














O corunn 


FREE! STARTER KIT 
WORTH £57.58 


ING VAT 






















































FREE STARTER KIT INCLUDES: 

© 3%" Disk with Amiga Print Manager 
© 3%" Disk with Windows 3.1 Driver 
© 1.8 Metre Parallel Printer Cable 

© 200 Sheets of Continuous Paper 


© 100 Continuous Tractor Feed 
Address Labels 


© 5 Continuous Envelopes on + 
Tractor Feed VALUE vin 








AMIGA PRINT MANAGER V2.01 
For faster printing from your Amiga, with clearer 
images and more vibrant colours, Available free 
of charge as part of the Silica Printer Starter Kit. 
Features include: 

‘@ Improved Image Smoothing @ Image Scaling 
 Gamma/Colour Correction @ Colour Separation 
@ Reducesillliminates Banding 


Citizen Swift 200/200C - 24 pin - 80 col SWIFT 200 MONO 
© 2706ps SD tsp), 216 cps Draft, Z2cps LO BRR 
@ 8K Printer Buffer (40K max) +7 LQ Fonts  rorae vacue: $308 
Parallel Interface SAVING: £139 
Graphics Resolution: 360 x 360 dpi SAA PIRES E108 
Epson, IBM, & NEC P20 Emulations 
@ Quarter Printing and Auto Set Facility 
«Ura Quiet Mode -434B(4) 
Colour Printing Standard - Swift 2006 © rorat vatue: $328 
Colour Printing Optional - Swift 200 SAVING: £139 
FREE Silica Printer Starter Kit eRe 


Citizen 120D+ - 9 pin - 80 column CITIZEN 120D+ 
144cps Draft, 30cps NLQ 

4K Printer Buffer + 2 Fonts £49 
Parallel or Serial Interface TOTAL VALUE: £248 
Graphics Resolution: 240 x 216dpi SAVING: £133 
Epson and IBM Emulation SILICA PRICE: £115 
Pull tractor & bottom feed 

FREE Silica Printer Starter Kit 


The Citizen 120D printer comes supplied with a 
parallel interface as standard. If you require a serial 
interface instead, please state ref: PRI 2125 when 
placing your order with Silica. 














































+VAT=£135.13 - PRI 2120 











SHEET FEEDERS 


PRA 1200 120D+ vw 871.38 
PRA1222 124D/204/Swit 80 Col Printers . £88.13 CPS (ee) H0} VIN) 
















SERIAL INTERFACES 
PRA 1189 120D# ..sc.no 956.45, COLOUR 
PRA 1209 Swift 9/9x/1240/22. £32.25 2 [ | 2 | VERSION 
PRA 1709 Swift 24/24x/24e/200/240.... £26.38 ; | AVAILABLE 






32K MEMORY EXPN 
PRA 1753. 224/Swift 24/24/2480. £14.45 


PRINTER STAND 
PRA 1242 Swift 9, 90, 24, 24, 200, 240, 204 £22.33, 
PRA 1274 Swift X/24X/200/240 nue £84.95 


ORIGINAL RIBBONS 
RIB 3520 120D/Swift 9/90 Black .. . £2.91 
RIB 3949 Swift 9x Black. . £7.15 
RIB 3924 124D/Swift 24/200/240 Black.. £4.20 
RIB 3936 224/Swift 9/90/24/200/240 Col. £15.63 
RIB 3248 PN48 Single Strike . . £3.61 
RIB 3348 PN48 Multi Strike . £3.61 


COLOUR KITS 
PRA 1236. 224/Swift 9/90/24e/200/240.... £35.25 


ay 05) | PRA 1240 Switt 9024 845.25 (/ bs : , | is Fran 
Ua £19 PN48 ACCESSORIES ||), vension_ || Reese. 































SHEET 
emyvany SHEET 
For Swift 9, 90, 24, 24e, 200, 240, 224 


Semi-Automatic Cut Sheet Feeder for 
smooth trouble free paper handling. 
Requires manual sheet injection using lever. 







































PRA 1148 PN48 Battery £46.70 | | Nae Mate A ISG . VAILABLE }) 
“AVAT= £23.44 PRA 1228 PRA 1155 PN48 Cable Extn ; [Pn aan A |. Sea 


PRA 1162 PN48 Car Adapto i izen Swift 240/240C - 24 pin - 80 column SWIFT 240 MONO © Citizen Swift 90-9 pin- 80 column SWIFT 90 MONO 


















5 Se an Mae aS © ig Ms Det. 55 MO eS 
IN KJ ET 1 80. OPS © 910 Fonts + 2 Scalable Fonts (8-40pts) TOTAL VALUE: £388 © 6 Fonts Built-i TOTAL VALUE: £248 
SCea POR Boal ———} | @ Font Cartridge Slot - for plug in ‘style’ fonts SAVING: £189 Sp i ; fis 2 ia SAVING: £109 
: Parallel Interface SILICA PRICE: £199 E ; ; SILICA PRICE; £139, £16333 - 
© 1800ps Dratt (10cpi), = © Graphics Resolution: 360 x 360dpi SS (WAT=#25583-PR12560) | | @ Graphics Resolution: 240 x 216dpi 189 ( waT£16333 -PRIZ290 
120cps NLQ (10cpi) ey | | © Epson, IBM, NEC P20 & CEL Emulations Epson and IBM Emulation 
© 50 Nozzle Head - } bak } | © Quarter Printing Facility SWIFT 240C COLOUR @ Auto Set Facility SWIFT 90C COLOUR 
i i | / © Auto Set Facility - B tional I/F, £359 @ Ultra Quiet Mode - 450B(A) i? 
Whisper Quiet 46dB(A) \ / || Auto Emulation Detection STARTER KIT. _ £49 © Advanced: Paneieadien STARTER KIT.._£49 
© 50K Printer Buffer | h © Ultra Quiet Mode - 430B(A) TOTAL VALUE: £408 © Colour Pri te Stand: ue Swift 90¢ TOTAL VALUE: £268 
© 1x/IC Card Slot for RAM, — | ; © Colour Printing Standard - Swift 240c, SAVING: £189 Colour Pri ting A ona eal SAVING: £119 
Emulation and Font Upgrades. } “a oe ee siuica Paice: $219 | syat=#257:33-PRI2571) | | @ FREE Silica Printer Starter Kit SILICA PRICE: £149 | ,yAT=£175.08-PRI2297 






© 3 Fonts Built-in 


. cena HP Compatible Font j | (© Citizen Swift 24x - 24 pin- 136 col © Citizen PN48 Notebook Printer 
pe | | © 192cps Draft, 64cps NLQ © Non-impact Printing on Plain Paper ~ 
© Parallel Interface KK Printer Buffer + 4 Fonts i © S3cps LQ - 4K Buffer + 2 Fonts NEW. 
© Graphics Resolution: } . A Parallel Interface | © Rear and Bottom Paper Loading Low 
300x300dpi | 5 © Graphics Resolution: 360 x 360dpi | Paral pie ae PRICE! 
© HP Deskjet Plus | (aa VERY © Epson, IBM and NEC P6 Emulation } A oe | RAS RE Se 5 
(PGL3#) Emulation eS e ase Option Available ao (ore © Epson, IBM, NECP6 & Citizen Emulation 
© Low Running Costs - Replace RRP.. - © FREE Silica Printer Starter Kit [ [4 © Power: Mains, Battery or Car Adaptor 
Ink Cartridge Only TOTAL VALUE: £316 = ; FY | BRP... £325 
© Auto Sheet Feeder (70 Sheets) SAVING: £97 ai TOTAL VALUE: £325 


© Includes Windows 3.1 Driver # : SAVING: Bee 
© 2 Year Warranty SILICA PRICE: £219 \_ svat=£257.33 - PRI 2093 ] SILICA PRICE: £198 













071093-1745 






MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 
Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening Fax No: 081-308 0608 














LONDON SHOP: 52 Tottenham Court Road, London, WiP OBA Tel: 071-580 4000 
Opening Hours: Mon-Sat 9.30am-6.00pm No Late Night Opening Fax No: 071-323 4737 


LONDON SHOP: Selfridges (Basement Arena), Oxford Street, London, WiA 1AB Tel: 071-629 1234 


Ns SILICA OFFER YOU 


¢| Before you decide when to buy @ SHOWROOMS: 
re your new printer, we suggest you We have demonstration and training facilities at all our stores. 


& beae? © think very carefully about WHERE @ THE FULL STOCK RANGE: 
7, 


you buy it. Consider what it will be . 4 5 
) CE 10 like a few months after you have All of your requirements are available from one supplier. 


made your purchase, when you may @ FREE CATALOGUES: 

require additional peripherals and accessories, or help Will be mailed to you with special offers and full details of 
and advice. And, will the company you buy from contact hardware, peripherals and software. 

you with details of new products? At Silica, we ensure @ PAYMENT: 

that you will have nothing to worry about. With our es . 

unrivalled experience and expertise, we can meet our Wesecceah Tost Tale credit cards, eas cheque or monthly 
customers’ requirements with an understanding which is ote Wes aoe Ol ene 
second to none. Complete and return the coupon now 


for our latest FREE literature and begin to experience 
the “Silica Service”. @ 
@ FREE OVERNIGHT DELIVERY: 
On all hardware orders shipped in the UK mainland. 
@ TECHNICAL SUPPORT HELPLINE: 
A team of technical experts will be at your service. 
PRICE MATCH: 
We match competitors on a “Same product - Same price” basis. 


ESTABLISHED 15 YEARS: 
We have a proven track record in professional computer sales. 


e 
® 
@ PART OF A £50M COMPANY (with over 200 statt): 
@ 














Opening Hours: Mon-Sat 9.30am-7.00om, Late Night: Thursday - 8pm. Extension: 3914 
SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-302 8811 

Opening Hours: Mon-Sat 9.00am-5.30pm Late Night:' Friday - 7pm Fax No: 081-309 0017 
ESSEX SHOP: Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SS11LA Tel: 0702 468039 

Opening Hours: Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm) Late Night: Thursday - 7pm Fax No: 0702 468039 


IPSWICH SHOP: Debenhams (2nd Floor), Waterloo House, Westgate St, Ipswich, IP13EH Tel: 0473 221313 
Opening Hours: Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm) Late Night: Thursday - 9pm Fax No: 0473 287762 



























Ito: Silica, PCPLR-0194-110, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40 


0: Silica, PCPLR-0194-110, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4Dx Y 


im _PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 


MU/Mis/MISSIMB%i<caz, WINANS? scstctcrmsicctrravecn: SUMAMGE sracerenczacecsniacemnavratansnale | 

















COMPA, NAICS (EF BO PIGADIO) 3 ac. scsccscarasnctncsnsaiacenacaanscandsolaay od Saqieausubsaaevangs cabasandvarnnianpon Unt 
AON CSSE: rascaesvinnenccsucevaavensseccuecvaxarenstsaccucesataen satarceradi 25s tsteveaCeBiCweSs FOht SAT ARRIAS TUTE ENT GTA TINE | 


POSICOGGS iced icnnisiininesaiimnnssanvenntaanc 









We are solid, reliable and profitable. 


BUSINESS + EDUCATION + GOVERNMENT: 
Volume discounts are available. Tel: 081-308 0888. 
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PC PLAYER ISSUE TWO 


THE VICTIM: THE PC GAMES INDUSTRY 


THE ACCUSED: SVGA GRAPHICS, CD- 


ROM AND SILICON GRAPHICS 


WORKSTATIONS 


things look set to get worse in the next 
six months to a year. Why? New 
technology, that’s why. The great white 
hope for the future of games could 
actually be its undoing. Unreasonable 
cynical and paranoid rantings? Maybe 
not. 

For the last few years, developers 
and software houses seem to have 
been happy producing playable games 
with high quality visuals which actually 
draw the player in and keep them 
hooked. However, as the next wave of 
technology begins to creep its highly 
defined features into the market we find 
that all of a sudden, the gameplay is 
disappearing. 

Silicon Graphics workstations have 
revolutionised the way we see computer 
effects in both movies and on television 
— and now, as the software developers 
get their mitts on them, it’s changing the 
way we see our games. 

The drop in price of CD-ROM drives 
and SVGA cards has meant that it’s 
now feasible for us to see these fancy 
new graphics whizzing around the 
screens of our PCs. They look really 
flash don’t they? To many, it even helps 
to justify buying all the latest bits of kit, 
but what’s the point? A Silicon Graphics 
workstation costs a developer 


“MAYBE SOMEONE, SOMEWHERE IS PAYING AS MUCH 
ATTENTION TO THE GAMEPLAY AS THEY ARE TO THE 
GRAPHICS. LET’S HOPE SO” 


thousands and thousands of pounds. 
Add to this the time it takes to render all 
these flash graphics and all of a 
sudden, we’re faced with a dilemma — 
the developers and software houses 
have spent all of their time, money and 
effort on a fancy new graphics system. 
It looks great, but someone forgot to 
write a decent quality, playable game to 
bolt them on to. 


Imagine the scenario... 
Software House: “Well done guys, this 
is going to sell bucketloads. The 
graphics are brill. We can get 
screenshots on the covers of loads of 
magazines, we'll get stuff on the TV and 
everyone will say how totally brilliant it 
is.” 
Programmers: “Yeah, it looks great, 
but we haven’t actually written the game 
yet, we’ve just been tinkering with this 
new graphics thing.” 
Software House: “What? But you’ve 
been doing it for bloody ages! What are 
we paying you for? We can’t afford to 
have you pratting about any longer, this 
game has to be out in two weeks — what 
are you going to do matey?” 
Programmers: “Oh shit. Oh, | know, I'll 
dig out that crappy old platform 
game/beat’em-up/shoot’em-up (delete 
as applicable) and bolt the graphics 
onto that — it'll only take a few days.” 
Software House: “Brilliant! Here, have 
a relatively small amount of money for 
your trouble.” 


ANGRY. 


it’s true, the PC games 
———————— market is continuing on a 
WY downward plummet and 


nice? Surely people want games — not 
just flash demos. 

So far we’ve had my old favourite, 
The 7th Guest which is a bunch of 
beautifully rendered graphics plastered 
across two CDs disguising a very poor 
bunch of puzzle games. Not too far 
down the line we have Lawnmower 
Man, which is a puzzle game, platform 
game and ‘flash flying bit’ dressed up in 
SVGA clothing. Then there’s Rise of the 
Robots which is Street Fighter II with 
rendered sprites (although no one is 
actually allowed to notice this...it’s a 
totally new kind of thing don’t you 
know!), and next year we’ve got Chaos 
Control which is a_ pre-rendered 
Starblade rip-off with fancy Silicon 
Graphics images. 

Where’s all the originality? Surely 
new technology should be able to bring 
programmers’ dreams into reality. We 
should be seeing gorgeous simulations 
of alien environments, adventures into 
photo-realistic realms, strategy games 
which look closer to life than ever 


“WE'RE HEARING ALL SORTS OF MARKETING BRAVADO AND HYPE BEING 
CHURNED OUT BY THE SOFTWARE HOUSES, BOASTING OF ‘VIRTUAL REALITY’ 
AND ‘INTERACTIVE MOVIES’, BUT IT’S ALL A LOAD OF 
TOSH REALLY ISN’T IT?” 


OK, so I’ve probably just offended 
just about every programmer, game 
producer and software house on the 
planet, but to the average punter, this is 
beginning to look like the way things are 
going. There are a lot of absolutely 
gorgeous-looking games on the horizon, 
but that’s where it all ends — the looks. 

We’re hearing all sorts of marketing 
bravado and hype being churned out by 
the software houses, boasting ‘virtual 
reality’ and ‘interactive movies’, but it’s 
all a load of tosh really isn’t it? The day 
we see a game that not only looks and 
sounds superb, but also has the 
playability to match will be the day that 
’'m truly happy. Why would anyone 
want to buy something that just looks 


before. Instead we’re being given an 
increasing amount of attractive-looking 
expensive playthings which pale into 
insignificance against 90 per cent of 
many ZX Specirum or C64 games. 

If the software houses don’t start to 
get this sorted the next year is going to 
look very grim indeed. There can be no 
doubt that things will get worse before 
they get better, but for a long while the 
continually expanding PC games 
market is going to be filled up with even 
more rubbish than is out there at the 
moment. Maybe we’ll see something 
revolutionary soon? Maybe someone, 
somewhere is paying as much attention 
to the gameplay as they are to the 
graphics. Let’s hope so. | 


AIR LAND SPACE Mig 29, 4D Sports Driving, Starglider 
ALONE IN THE DARK. 

ALONE IN THE DARK II. 

ARCHIE McCLEANS POO! 

ARNHEM ANCIENT BATTLES & VULCAN 
BATTLECHESS 1 

BATTLE ISLE 93. 

BATTLE ISLE (INC SCENARIO EDITOR & DATA DISK) 
BETRAYAL AT KRONDOR... 


BITMAP COLLECTIOn (Xenon, Speed Ball 2, Cadaver) . 


BLADE OF DESTIN’ 

BLUES BROS... 

CARRIERS AT Wi 

CARRIERS AT WAR CONSTRUCTION KI 
CHESSMASTER 2100... 
CHESSMASTER 4000 (DOS/WINDOWS). 
CIVILIZATION. 

COMPLETE CHESS SYSTEM (35K 
CYBERACE 

DAY OF THE TENTACLE 

DUNE.. 

DUNE | 

DUNGEON MASTE! 

DYNABLASTERS 

ELDER SCROLLS 

ELITE II (The Frontier). 

ELITE PLUS .. 

EPIC... 

EYE OF THE BEHOLDER 

EYE OF THE BEHOLDER 

FIELDS OF GLORY. 

FLASHBACK ..... 

FORGOTTEN CASTLE... 

FREDDY PHARKUS..... 

FRONT PAGE SPORTS FOOTBALL (US) (Pro) 
GARDENERS WORLD... 

GRAND PRIX (Formula 1) Inc Editor. 
GRAND PRIX UNLIMITED 

GREAT NAVAL BATTLE: 

ATLANTIC SUPER SHIP: 

AMERICA IN THE ATLANTI 

SCENARIO BUILDER 

HARPOON (Il) 

HARPOON II. 

HARPOON DESIGNER SERIE: 
HARPOON DESIGNER SERIES | 
HARPOON BATTLESETS 384. 
HARPOON SCENARIO EDITOR... 
HISTORY LINE 1914-1918. 

HOYLES CLASSIC... 

INCREDIBLE MACHINE (even more} 

INDY CAR RACING. 

JIMMY WHITE'S SNOOKER.. 

JORDAN IN FLIGHT. 

JURASSIC PARK 

KASPAROV'S GAMBIT 

KING MAKER... 

KINGS QUEST 5. 

KINGS QIUEST 6 

KRISIS IN THE KREMLI 

LANDS OF LORE.... 

LEATHER GODDESSES OF PHOBOS | 
LEGEND OF VALOUR.... 

LEISURE SUIT LARRY 5 

LEISURE SUIT LARRY 6 

LEMMINGS DUAL PACK 

LEMMINGS II (The Tribe 

LIFE AND DEATH 2.... 

LOST TREASURES OF INFOCOM 1 (20 games) 
LOST TREASURES OF INFOCOM 2 (12 games) 
LOST VIKINGS... 

MASTERS OF ORION. 

M1 TANK PLATOON 

MICROSOFT ENT PACK FOR WINDOWS 1,2,3 & 4 
MICROSOFT ARCADE (Asteroids, Battlezone, Centip 
+2 more) 

MONKEY ISLAND 2 (Le Chucks Revenge) 


MONOPOLY (UK)... 

NAPOLEONICS (AUSTERLITZ, BORODINO, WATERLOO) 
NFL COACHES CLUB FOOTBALL.. 

NHL HOCKEY .. 

OMAR SHARIF'S BRIDGE (DOS OR WINDOWS) 
PACIFIC WAR... 

PATRIOT... 

PINBALL (8 

PINBALL DREAMS, 

PIRATES GOLD. 

POLICE QUEST Ill. 

POLICE QUEST IV. 

PREMIER MANAGER 

PRINCE OF PERSIA | 

PRIVATEER 

Speech Accessory 

PRO TENNIS TOUR 2... 

QUEST FOR GLORY 1 (VGA) .. 

QUEST FOR GLORY 3 (WAGES OF WAR). 
RAILROAD TYCOON.... 

RAILROAD TYCOON DELIUX! 

RALLY .. 

REALMS 

RETURN TO ZORK 

ROBOSPORT (WIN! 

SAM & MAX HIT THE ROAD 

S.SN21 SEAWOLF. 

SENSIBLE SOCCER. 

SHANGHAI II (MAH JONG 

SILENT SERVICE 2... 

SIM CITY POPULOUS (Twin Pack) 

SIM CITY (WINDOWS, 

SIM CITY 2000 

SIM EARTH .. 

SIM FARM 

SIMON THE SORCEROR. 

SPACE HULK... 

SPACE QUEST 1-4 VG 

SPACE QUEST 5 

SEAL TEAM...... 

SHADOWCASTER.. 

SPELL CASTING 201 (Sorceror's Appliance) 
STAR LORD 

STAR TREK (: 

STAR TREK (Judgement Rites) 
STREETFIGHTER | 

STRONGHOLD 

STUNT ISLAND. 

SUB WAR 2050 

SUPER TETRI: 

SYNDICATE 

DATA DISK.. 

TASK FORCE 

TEAM YANKEE.. 

THE GAMES (ESPANA '92).. 

THE TIMES CROSSWORD (120 PUZZLES). 
TRIVIAL PURSUIT (CGA/VGA) 3.5" ONLY 
TRIVIAL PURSUIT DELUXE (VGA) 

TV SPORTS BASEBALL 

TV SPORTS BAKETBALL. 

ULTIMA 7 Il (SERPENT Is! 

ULTIMA VIII (PAGAN)... 

ULTIMA UNDERWOELD II (Labyrnth of Worlds) .. 


V FOR VICTORY 1 (Utah Beach). 

V FOR VICTORY 2 (Veriluke Luke). 

V FOR VICTORY 3 (Market Garden; 

V FOR VICTORY 4 (Gold, Juno,Sword). 


VEIL OF DARKNESS 
WAR IN RUSSIA 
WING COMMAND! 


Mission disks 1 & 2 Dual Pack. 
WING COMMANDER 2 + Speech Accessory Pack.. 
Special Operations 1 & 2 Dual Pack . 


Speech Accessory Pack 


WINTER CHALLENG 
WINTER OLYMPICS.. 


WIZARDRY 7 (Crusaders of the Dark Savant 


X WING. 
MISSIO! 


MISSION DISK 2 © Wing) 


ZOOL... 


TECH SUPPORT MOUSEMAT 


ON ORDERS OVER £35 


AIR TRAFFIC CONTROL. 
A320 AIRBUS 
AIRBUS (US EDITION; 


AIRCRAFT & ADVENTURE FACTORY. 
FLIGHT 911, 685,701..... EACH £19: 199 
AIRCRAFT & FACILITY DIRECTORY 


PILOTS POWER TOOLS (INC FLIGHT Pl 
AIRCRAFT & SCENERY DESIGNER. 
ACES OVER EUROPE... 34S GRAPHICS & SOUND UPGRADE... 


AIRLINE TRANSPORT PILOT V.D 


FS PRO...... 


ATP UPGRADE : NEW FACILITIES LOCATOR. 
ANCIENT ART OF WAR IN THE SK’ x SCENERY DISKS 


CHUCK YEAGERS AIR COMBAT 

EVASIVE ACTION... 

B-17 FLYING FORTRESS V2... 

F-15 STRIKE EAGLE 3 (INC UPGRADE). 

FA/ZA..... 

F19 STEALTH FIGHTER/MIG 29 (DUAL PACK) ONLY 
MIG 29... 
MISSION DISK (ICE & ISLANDS) 

HARRIER JUMP JET .. 


EUROPE,HAWAII, JAPAN (SUB LOGIC) 
EXOTIC ISLANDS 

CALIFORNIA COLLECTION 

GRAND CANYON, HAWAII, TAHITI 
GREAT BRITAIN SCENERY 3 DISK SET 
ITALY... 

NORTHERN ENGLAND. 
UK/NORTHERN FRANCE/GERMANY 


SCENERY ENHANCEMENT EDITOR. 


FLIGHT SIM 4...... . QUICK SCENE.. 


NEW CATALOGUE 
NOW AVAILABLE 


USEASTWEST 
FLIGHT SIM5 . 


MISSION DISK 1 .. 
MISSION DISK 2... 
MEGA FORTRESS 
PACIFIC STRIKE . 
RED BARON & MISSION DISK . 
SECRET WEAPONS OF THE LUFTWAFFE. 
10335 He162, P38 & P80 MISSION DISKS 
STRIKE COMMANDER. 
STRIKE COMMANDER SPECIAL OPS 1 
TFX.. 
TORNAD( 
DESERT STORM 
TOWER... 


DAVID LEADBETTERS GOLF (Microprose).. 
LINKS 


cou! . a 

FIRESTONE, NORTH TROON (US). 

LINKS PRO (386, 486, SVGA ONL 

COURSES: (BANFF | FIRESTONE, I 

PEBBLE BEACH, PINEHURST 2, THE BELFRY, ST ANDREWS 
PGA TOUR & COURSES... 


AUTOROUTE EXPRESS... 
AFTER DARK (SCREEN SA\ 
DESIGNWORKS. 

DELUXE PAINT EN 


MAVIS BEACON 2 DOS & WINDOWS. 
MAVIS BEACON XT 3.5" ONLY.. 
MINI OFFICE PERSONAL (XT) 


PRINT SHOP DELUXE... 

QUEMM 386 (inc Aces a te Pacilic/Front Page Sports Football) 
QUICKEN (DOS)... 

QUICKEN INVOICE .. 

QUICKEN (WINDOWS) 

SCREEN CRAZE ... 

STAR TREK (SCRE 

TIMEWORKS PUBLISHER 3.. 

VISTA PRO... 

WINDOWS 3.1 


BETTER MATHS. 
BODYWORKG..... 

CASTLE OF DR BRAIN . 
CHEMISTRY WORKS. 
DINOSAUR ADVENTU 
DISTANT SUNS. 
ELECTRONICS... 

FRENCH MISTRE: 

FUN SCHOOL 3 UNDE 

FUN SCHOOL 4 UNDER 
GERMAN MASTER..... 
HENRIETTA'S BOOK OF SPELI 
HOORAY FOR HENRIETTA VGA .. 
ITALIAN TUTOR... 


ADVANCED GRAVIS JOYSTICK ... 

ADVANCED GRAVIS PRO JOYSTICK. 
ANALOGUE TO DIGITAL JOYSTICK ADAPTOR. 
CH FLIGHT STICK. 

DIGITAL JOYSTICK 

GALAXY NX PRO CARD (Inc Speakers) 

GRAVIS GAMES PAD... 

GRAVIS ULTRASOUND 16 BIT CARD. 
JOYSTICK ¥ CONNECTOR .. 

PC SERIAL MOUSE....... 

QUICKSHOT SOUND PA‘ 

(INC SOUNDBLASTER, WARRIORS JOYSTICK & SPEAKERS). 
QUICKSHOT WARRIOR JOYSTICK 

SMART CARD (8-80Mhz) 

SOUND MATE SPEAKE! 

THRUSTMASTER JOYSTI 

THRUSTMASTER WEAPONS CONTROL SYSTEM 
VIRTUAL PILOT... 


7TH GUEST... 

360 COMPILATION (ING KNIGHTS OF THE SKY 
MEGAFORTRESS, DAS BOOT 

ALONE IN THE DARK... 

BRITANNICA FAMILY Gt 

CALIFORNIA/HAWAII GOLF GU 
CHESSMASTER 3000 (MULTIMEDIA).. 
COMPTONS INTERACTIVE ENCYCLOPEDIA. 
DAY OF THE TENTACLE .. 


DUNE ...... 
GUINNESS DISK OF RECORDS 1993 
INDIANA JONES FATE OF ATLANTIS.. 
IRON HELIX... 
KINGS QUEST 6 
KODAK CD ACCESS... 
LEGEND OF KYRANDIA 
LAURA BOW II 
LOOM 
LORD OF THE RING: 
MAVIS BEACON TYPI 
MICROSOFT BEETHOVI 
MICROSOFT CINEMANIA .. 
MICROSOFT DINOSAURS. 
MICROSOFT ENCARTA 
MICROSOFT MUSICAL 
MICROSOFT WORKS 
MONKEY ISLAND 1 
REBEL ASSAULT 
RETURN TO ZORK 
SECRET WEAPONS OF THE LUFTWAFFE (inc all mission disks)... 
SHAKESPEARE ON DISK.... 
SHERLOCK HOLMES CONSULTING DETECTIVE Il. 
SHUTTLE... 
STAR TREK 25TH ANNIVERSAR' 
STAR WARS CHESS. 

EXscin 


WORLD ATLAS 2.... 


All prices include VAT & P&P (UK only) and are subject to change without notice. Products offered subject to availability. E &OE. Please state machine type as well as 


disk size when ordering and allows\ sufficient time for 


eque clearance. Callers by appointment only. 
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THANKS FOR ALL THE PRAISE... 


IF ANYONE HAS ANYTHING THEY 


WANT TO LET US KNOW ABOUT, 


WHY NOT DROP US A LINE? 


PC PLAYER ISSUE TWO 





Aa a keen strategy, flight sim and sci fi 
games player, | like to think that 


If you have any 
comments, 
queries or views 
on PC Player or 
the PC 
entertainment 
market in 
general, then 
we would like to 
hear from you. 


POST 

PC Player, 
Letters Page, 
Maverick 
Magazines, 
16-17 Hollybush 
Row, 

Oxford, 

OX1 1JH. 


FAX 
(0865) 202771 


E-MAIL 

We are 
arranging a 
Compu-Serve 
E-Mail number 
at the moment. 
Details will 
appear shortly. 








my PC is the ideal medium and PC 

Player obviously recognises this fact. 

The idea of no cover disks and a 
lower price tag is much appreciated — | 
think paying an extra pound for some 
demo games is not really worth it. | 
generally buy magazines for their 
editorial content anyway.” 
Joe Ganesh, Chipping Sodbury, BRISTOL 


“| wish you the best of luck with your 
new magazine. PC Player is extremely 
well produced, has good ideas and is 
competitively priced. | for one welcome 
your decision not to include cover disks 
which I never use and begrudge the 
extra cost incurred on the price of the 
magazine.” 

DH Wheeler, Hurworth, CO DURHAM 


PC PLAYER: Not including a cover disk 
on the magazine was a decision that 
was taken after a great deal of thought. 
We reasoned that making the editorial 
more informative and enjoyable to read 
would offset the lack of a cover disk, 
plus this also meant that the cover price 
could be made considerably lower. 


“...PC Player looks excellent. I’ve left it 
lying around at work and most people 
have offered good opinions of it. The 
thing that | really liked about it was the 
way you carted in a real pilot to give his 
views on sims, and a chess expert to 
comment on the chess program. All that 
stuff about banking and the nose 
dipping (I'm talking flying, not some kind 
of attacking chess opening!), or pulling 
into-a dive and blacking out was great, 
and really made the flight sim article 
worthwhile. More of that type of stuff 


please.” 

Darren Jones, Upminster, ESSEX 
@ 

“Dear PC Player, 

At last. 


Yours sincerely,” 
Steve Carter, Deddington, OXFORDSHIRE 


P¢ PLAYER: Thank you. 
@ 


‘I'd like to respond to Stephen Harper's 
‘Angry’ column in PC Player issue one. 
He says a lot of good things, and he’s 
right in saying that the shortcomings of 
existing products should be highlighted 
so that areas of improvement can be 


identified. However, | do think he’s 
being a little naive in his criticism of 
corporate behaviour. All companies 
exist to make money through generating 
revenue by entering markets in the 
hope that customers will buy the 
products or services that they make 
available. Thus, from a company’s point 
of view, revenue is the most important 
consideration, with all other aspects 
taking second place.” 

Tom Burke, Totley, SHEFFIELD 


“..The main topic of this letter is 
Frontier — Elite 2. | actually have a copy 
for my Amiga 1200 and realise now that 
| should have waited and bought the PC 
version. Firstly, the Amiga version has 
low detail and is slow, all except for the 
dogfights which are way too fast! 

The protection system of Frontier is 
also annoying, with constant requests 
for a letter from the manual. | obviously 
failed to input the right letter, because 
later on | was frozen out of the game 
after a few hours’ progress. | find this 
situation totally unacceptable, as all my 
efforts had been deleted. | had written 
over all my old saves with later saved 
positions, not knowing that the later 
commander files would be useless 
because of the software protection.” 
Martin R Wilson, Yeovil, SOMERSET 


PC PLAYER: Elite 2 (reviewed in this 
issue) has been the cause of a lot of 
aggravation in the office, for much the 
same reason. The copy protection is 
very stringent, and only after talking to 
David Braben did we find out why 
(You'll have to read the review on page 
42. No cheap clues here!). One thing 
that should be pointed out is that the 
word number takes into account bold 
headings. This is not in the manual and 
without this knowledge you are going to 
enter a wrong word every time. 


“Having recently cleaned out the old 
oak chest to buy a 486sx, it is nice to 
pay £2.25 for a well-constructed games 
magazine rather than £4 for the dubious 
pleasures of thin slippery paper and a 
cover disk — top marks to PC Player for 
concentrating on software that fully 
utilises the PC’s capabilities. 

As a matter of personal taste, | 
found the notes on how games are 
made very interesting, but the ‘expert 
reviewer’ comments rather less so. | will 
doubtlessly modify my opinion should | 
ever eject from a real F16 at 6000ft! 


LETTERS 


The feature, ‘Is your 386 enough?’ 
was informative; but | feel it would have 
been more useful had it explained the 
contributions of clock speed, maths co- 
processor, video RAM and graphics 
accelerator cards to specific aspects of 
gameplay; eg if you walk off the screen 
in an RPG, what determines the time 
taken for the new scenery to appear? 
We serious game players can manage 
a dose of techno-speak with our sims!” 
Nigel Armitage, New Alresford, HAMPSHIRE 


PC PLAYER: The purpose of this feature 
was solely to establish just how much 
life the 386 had in it as an acceptably 
powerful games machine. We_ had 
heard from various 386 users who were 
panicking about their machines, 
especially in the light of all the press 
speculation surrounding new games 
and their minimum spec requirements. 
We decided to get the story from the 
game designers and software houses 
themselves, and give everyone the full 
low-down with info gleaned straight 
from the horses’ mouths, so to speak. 


“.Although the space in your magazine 
devoted to informed reviewing is much 
appreciated, quite important features 
are omitted, and | would urge you to 
look again at what goes in and what is 
left out of PC Player. 

Flight Sim 5, for example — | am 
sure that you're right to be critical about 
the fact that the changes since FS4 
have not been as substantial as they 
might have been. However to my mind, 
you have missed the vital point. The 
success of FS4 was due to the add-on 
utilities and scenery disks, including the 
ability to build aircraft and construct 
scenery. FS4 scenery add-ons can be 
used with FS5, and are vastly improved 
— | wouldn’t want to go back to the old 
program and this in itself justifies buying 
it. What would clinch it would be to 
know if the other utilities (aircraft 
factory, scenery designer etc) were 
going to be upgraded for FS5, and if so, 
when they might become available?” 
Jeremy Deane, Ringwood, HANTS 


PC PLAYER: They are all compatible 
with FS5, but the graphics are not 
improved over the original FS4 version. 
To upgrade the scenery found in FS4 to 
the bit-mapped images in Flight Sim 5 
would require immense amounts of 
processing power, which would alienate 
the game to all but DX2 users and 
above. | 


PC PLAYER ISSUE THREE ON SALE 30 DECEMBER: REBEL ASSAULT, FLIGHT SIM TOOLKIT, RPG SUPERTEST, ARCHON ULTRA, 
ELDAR SCROLLS: THE ARENA, HAND OF FATE, BENEATH A STEEL SKY, TOWER, HARPOON II, LABYRINTH OF TIME... 
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NEO - GOTHIC genre! 





Designed with the look 
and feel of today’s 
hottest graphic novels! 





A nightmare comes to 
Nitcmremueteeleswatetcay 
NEW ORLEANS 





Written by JANE JENSEN 
Co-Author of 
KING’S QUEST VI 





High resolution 
graphics 


The Darkest Knight 
is Still Atiead 
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Available for the P. C. 
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contact (0734) 303171. 
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I CAN‘T THINK OF 
ANYTHING MORE 
RELAXING THAN 
BEING LOCKED IN A 
MOVING CAR WITH A 
DELUSIONAL PSYCHOTIC 
LIKE YOURSELF, 
LITTLE PAL! 


REALLY soley 


SAM. I MAY WEEP 
OPENLY. 


Holy squimoley! Freelance Police Sam & Max are on the trail of Bruno and 
Bigfoot and his fiancee the giraffe-neck lady. Nothing unusual there. 

But when Sam is a contemplative canine and Max a trouble-seeking 
hyperkinetic rabbit, you know you're talking animal crazy. 


Bounding across America the furry flatfoots will take you on an irreverent road 
trip adventure that will put hair on your back. Collide with tacky tourist traps 
and intimidate their bizarre denizens. 

¢ Edgy animation! ° Full-screen graphics! 

° Twisted humour! ° Easy, pop-up verb and dialogue icons! 
° Gratuitous antisocial behaviour! 

° Mini-games to play when you're at work! 

° Roadside attractions your parents refused to stop at! 


So tune up the car, water the cat and make 
a half-crazed beeline to your nearest 
retailer for Sam & Max Hit the Road™ = (uniiatese? 
Don’t forget to bring clean underwear! 
AVAILABLE FOR THE IBM PC. COMING SOON FOR THE IBM CD ROM. 





Sam & Max Hit the Road™and ©1993 LucasArts Entertainment Company. All Rights Reserved. Used under Authorization. Sam & Max is a trademark of Steve Purcell. LucasArts is a trademark 
of LucasArts Entertainment Company. The LucasArts logo is a registered service mark of LucasArts Entertainment Company. IBM is a registered trademark of Intemational Business Machines. 


AVAILABLE FOR THE IBM PC AND COMPATIBLES. VISIT YOUR RETAILER OR CALL 1-800-STARWARS. 
Marketed and Distributed by U.S. Gold Ltd. Units 2-3, Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 3366. 
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SIMULATION ADVENTURE STRATEGY 





ye 


WE ARE A SMALL GROUP OF PEOPLE DEDICATED TO PRESERVING A PART 
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME. 
NAMELY CLASSIC VIDEO GAME MAGAZINES. 

OUR GOAL IS 'TO PRESERVE THESE MAGAZINES BY RESTORING 

AND DIGITIZING THEM BEFORE THEY ARE LOST FOREVER. 

BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOw, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START TO FINISH. 

THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 

THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 

TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 





WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 

TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 

THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 

AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 

REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL. VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 

WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 


THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO SELL. REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES 

IF THEY WISH TO DO SO. 

THESE ARE HARD / ENOUGH TIMES AS IT IS FOR PRINT AND THE LAST THING 
WE WOULD WANT IS TO DO) IS HAVE ANY KIND OF NEGATIVE EFFECT ON THEM. 
WE SEEK OUT, TO WORK WITH PUBLISHERS AND ARE ALWAYS/LOOKING TO 
SEEK APPROVAL TO DIGITIZE, RESTORE AND RE-DISTRIBUTE THEIR WORKS 

IN WHATEVER WAY THEY SEE FIT. (PUBLICLY OR WITH SILENT APPROVAL) 


WE HAVE NO INTENT NOR DESIRE TO PROFIT FROM THESE DIGITAL MAGAZINES 
IN | ANY) WAY, SHAPE OR FORM. NOR DO WE HAVE ANY DESIRE TO FINANCIALLY 
HARM ANY/ PUBLISHER, EDITOR, WRITER OR/ PERSON INVOLVED IN CREATING 
THESE, OR /ANY/ OTHER MAGAZINES FOR THAT MATTER. 

WE ARE NOT/HERE TO DO); HARM, BUT /TO HELP, PROTECT THEIR LEGACY. 

THAT) IS’ WHY) THE’ PRE-2000 DATE IS'IN PLACE: 

TO PROTECT / THEIR BUSINESS /AND LIVEL-Y—HOOD,’ AND) TO MAKE SURE THAT, WE 
WILL BE’ ABLE TO, KEEP ENJOYING ,NEW/ MAGAZINES FOR’ MANY ,YEARS/TO COME, 
WHILE’ AT THE SAME / TIME ENJOY / THEIR BACK’ CATALOGUE. 


WE ,WOULD LIKE TO) THANK’ EVERYONE’ WHO MAKES / THIS PROJECT / POSSIBLE. 
FROM) THE ORIGINAL / WRITERS, EDITORS /AND PUBLISHERS, TO THE’ CURRENT, 
COPYRIGHT / OWNERS /AND EVERYONE ‘INVOLVED /IN/ ACQUIRING, / DIGITIZING, 
RESTORING,’ PRESERVING /AND DISTRIBUTING ‘THESE MAGAZINES. 


ONE /L-AST//THING: 

IF//YOU/COME’ ACROSS’ ANYONE /TRYING/ TO’ SELLY’ ANY / OF / THESE DIGITAL 
MAGAZINES, OR’) PROFIT/ FROM THEM /IN /ANY/ WAY.’ SHAPE’ OR/FORM, 
PLEASE DO NOT /SUPPORT,/THEM! 


THANK’ YOU! 


THIS DIGITAL ISSUE OF PC PLAYER IS CREATED AND DISTRIBUTED 
WITH THE AUTHORIZATION OF MAVERICK MAGAZINES. 
ALL. RIGHTS RESERVED. 
NO PART OF THIS PUBLICATION MAY BE REPRODUCED IN ANY FORM, 
WITHOUT PERMISSION FROM MAVERICK MAGAZINES. 


Max-Rez 


Version 
(2560 pixels) 





YOU ARE VIEWING THE’) "MAX—REZ” VERSION OFTHIS ISSUE’ RIGHT / NOW. 
THIS, VERSION IS’ CREATED FOR OPTIMAL VIEWING/ON LARGE DISPLAYS. 


IF YOU ARE LOOKING FOR A SMALLER RESOLUTION VERSION OF THIS ISSUE, 


FOR USE ON A TABLET OR EVEN AN IPOD OR IPHONE, 
BE SURE TO CHECK THE MAGAZINE CATALOGUE ON OUR SITE. 





